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BLOODY GOOD FUN

O00M IS DVER-THE-TOP, ROCKET-FUELED MAYHEM—a mind-searing shot of adrenaline injected
directly into your bloodstream. DOOM is Fast paced and bloody as hell But most of all, DOOM is

damn good Fun.

It's that Final bit—the essential fun Factor—that has guided everything we've done throughout the
development of this game. In the midst of all the gore and the gibs, the powerful weapons and the
detailed world, and the rampaging demonic hordes, we always kept one thing in mind: DOOM must
be Fun. Those demons might beat you to death with your own limbs IF you give them half a chance,
and yet there's nothing mean spirited about D0O0OM. Everything is bombastic, bold, and delivered

with @ wink and a smile.

Although creatively speaking we take our responsibility to DOOM very seriously, our motto has
been “"Never take ourselves too seriously.” Every gory death animation, every brutal glory kill
every meaty gib—along with the demons, the weapons, and the blood-splattered arenas—was
made with the singular Focus of keeping D00M Fun. We worked extremely hard to provide gamers
with an engaging and addictive experience, one that would keep players smiling even as they wiped
the blood From their HUD, always ready to come back for more.

Working on D00M required obsessive study of the original games—deciphering what exactly made
them so Fun and using that as the inspiration for our modern interpretation. Visually speaking,
that meant really pushing personality and a sense of humor. Characters ke the original pinky—with
his oversized head, gaping maw, and squat T. rex legs—showed us that we had to go big IF we
wanted to make the demons stand out just as much as they did in the original. Each is a study in
individuality and style—from silhouettes that look like something a Fifteen-year-old metal head
would draw in the back of his notebook during math class to colors and details that Fuse over-
the-top comic book action with the hyperrealismn made possible by our next-gen rendering engine.

000M has been a passion project for all involved. Most of us played DOOM growing up, 5o we knew
it had to be good. not only For Fans of the game but For ourselves. This book contains some of the
incredible work generated by the team. As you Flip through the pages and soak in the details, you'll
find that we left no Martian stones unturned, no demons unharmed., no shotgun shells unused.
Everything we have was poured into this project.

While this book Focuses on the art of DOOM, everything we do at id Software is a Full team effort.
None of us here are lone Marines. From the design to the art, tech, animation, and production, all
of us work together with one common goal: to make a game that delivers the most Fun you can
have both visually and experientially. This book is a testament to our shared efforts and our com-
mitment to both the longtime Fans and the new players alike. Enjoy!

—Marty Stratton and Hugo Martin for the DO0OM team






DEMONS

ALTHOUGH IT 1S BELIEVED in some subsets of UAC Archival

Research that the first known transdimensional encounters

may have occurred over two millennia ago, it is only in
recent history [Argent Records AE//1336/88) that these
breeds of extradimensional beasts have been documented.
Current data indicates large packets of missing, redacted,
or not-yet-decrypted intelligence.

Early theories, despite evidence offered in Firsthand reports
[tethering operations MTC 2100/000), suggest the possi-
bility of a species-driven hierarchy. Transcriptions of ancient
inscriptions indicate a long-standing lineage, with histories
spanning the rise and Fall of numerous ages ruled by
warlord-like demons. Analysis of the exact timeline sug-

gests predation of human civilization as we now Know it

Conclusive identification is ongoing. pending Further
containment and research.
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Prowler - Hugo Martin
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Prowler sketches - Emerson Toung
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Welder rombie Huga Martin
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Welder zomaie -~ Alex Falma
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Mancubug = Huogo Martin

MANCUBUS

THE MANLCUBUS IS A lumbering behemoth demon. A foul odor accompanies
its presence; the stench can be overwhelming if inhaled directly. These Foul
creatures don light armor when they reach maturity, but their grotesque
Frames soon outgrow the ammor, exposing the stomach and Face. They
gorge on anything they can find and are not averse to eating rancid flesh, The
repulsive diet rots in their digestive system, making their innards
volatile and highly Flammable.
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Mancubus concepgls = Nuegao Martin
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Cyber mancubus skefch Alex Falma
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Summaoner — Eilloe Lilly

Summaner summonling FX - Alex Palima

Summoner shifting FX - Alex Palma
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Harvester sketches - Emerson Tung



HARVESTER

THE HARVESTER I5 A minor demon lord of the infernal legion. Harvesters
are a rare sight in Hell, as they are usually serving in heavily Fortified forts
and keeps.

This demaon has an insatiable hunger For human souls and is constantly
looking to Feed. Unlike most demons, the harvester has a pecullar diges-
tive tract. It sucks in human sauls through orifices located on its palms,
with esophageal tubes running along its arms that lead into a stomach

DEMONS

Marvester renders — Denzil O°Neili

Harvesier shetches Emersan Tung

sack on its back This sack expands to accommodate the large number of
souls that the Harvester feeds on.

Harvesters are among the more dangerous demaonic entities, as they have
the ability to convert these ingested souls into volatile Hell energy. They
release this energy through valves that wrap around their torsos, causing
dreadful explosions that decimate anyone or anything that happens to
be in the direct vicinity
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BARON OF HELL

IT IS CLEAR THAT barans of Hell [also known as bruisers) are Feroclous
Fighters with a blood lust unmatched by any other demon. Barons, larger
and faster than their lesser brothers, also possess the ability to generate
Hell-energy fireballs that can be hurled at a target. It is believed that in
the doomed UALC Trans-Dimensional Expedition [MTC 2148/139). most of
the explorers were set upon by barons of Hell, though the details are

unclear. Tablets retrieved from the Great Steppes in the UALC automated
survey of 2143 suggest that the barons of Hell are the current Royal Guard
af the dark lord of the fourth age. While the nature of this entity is
unknown, it must be presumed that as the Royal Guard's power has
significantly increased, so too has the power of their master.
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Baron skeiches - Alex Falma
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Gremiin sketches = Emerson Tung

Parasite - Alex Paima
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Last Soul cancepts - Emerson Tung
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Lost Soul concepis Calin Geller
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Alpx Palma

REeEvEnRant

REVENANT

REVENANTS ARE UAC MILITARY DPERATIVES that have been methodically transformed into
demonic combatants through cybernetic augmentation and repeated Lazarus Wave exposure. The
transformation begins by attaching a Multiple Launch Rocket Battery [MLRE] onto each shoulder
of the patient, coupled to an Argent charged neural biochip implanted at the base of the cerebral
cortex. As with Hell soldiers, revenants exhibit advance combat strategies that include range control,
vertical combat governance, and rush tactics
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Revenant sketches -
Alex Palma
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Cacodemon sketches -
Jahn Gravato

Cacodemon sketches -
Hugo Martin



r= Benzil O°'Nelli

nde

Cacodemomn re



tmp = Elliar Lilly



Mell knight render = Jason Martin
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Alex Paima

Twing -

TWINS

THE EADIMNGIR SANCTUM, also known as the Blood Keep, is a heavily
Buarded Fortress built to protect a relic called the Crucible. This area must
be of great significance to the demon world, as it is also home to one of
the most Ferocious demons yet Found; the Twins. While there has been
no direct human contact with this beast, it was found by scout bots
during the First tethering operation [MTC 2146/118). Confronting this
demon signaled the end of the operation, but some data was
retrieved before the equipment was destroyed.

The Twins appears to be two entities imprisoned within one corporeal
shell. These entities are in constant battle with each other For
control of the body until a greater threat Is sensed, whereupon they will
work together to defeat the enemy. The body is encased in a suit of thick
armor that makes it almost imp regnable, In an enraged state, the demon
appears to split apart into mirrored Forms, launching an unstoppable
two-pronged attack.
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Fwing weapon study - Alex Faima
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Uisplacement area
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Twins render = Bryan Wynia
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Twins sketches
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Pinky — Alex Palina

PINKY

THESE DEMONIC ANIMALS are unnamed by those in Hell but were
collogquially called "pinkies” when First discovered by a Lazarus Project
tethering operation [MTC 2146/351) due to their unusual skin pigmen-
tation. Very little is known about their passive behavior, but their
aggressive nature against the living is well documented.

Pinkies will charge once their prey is detected, using a cortical bone plate
that covers their Face as a battering ram. They accelerate guickly but
have limited control when charging. Their Inability to stop quickly or turn
makes them vulnerable to charging over ledges [to their death] or into

hard surfaces [which will eventually shatter their armored faceplates).
At close range, the pinky has a significant bite, which it will use to Fend
ofF attackers.

They have limited visual perception and rely primarily on pheromone
detection to locate enemies. The thick, leathery skin on their flanks does
offer sorme protection, but should be considered a point of weakness.
Lnawed carcasses of pinkies have been extracted from portals, suggest-
ing that they are considered a delicacy in Hell.
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Pinky sketches - Alex Palma and Nugo Martin Pinky head sketches - Alex Palma
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Plnky - Huge Martin

Pinky = Alex Palma
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SPIDER MASTERMIND

DURING THE SECOMD Lazarus Project Tethering Operation [MTC
2146/385), a small compendium was retrieved from the Umbral Plains in
the crypt of a destroyed tower of unknown construction (artifact reference
PL E2ZME). This vade mecum was mostly illegible, but it did contain one of
the rare references to the Aranea Imperatrix [also known as the spider
mastermind]—a mystical deman that is still largely unknown,

DEMONS &

- Alex Paima

Spider mastermind

“When the gate is opened, in the Fourth age, when we have risen and the
masters have shown us the path, she will be come. A great blessing will
be given to the key holder, For they will become one with the master, and
in that holy union the power of the dark priest will be unleashed upon the
heretics of the Penumbral Plain, The Aranea Imperatrix, Carried in the
miind of all who Follow, fed from the blood of those who Fell, made with
bone of rock, iron, steel. and sinew. A mighty god to rule over all other
gods. One become two become legion.”

D53
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Spider masftermind stud/
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CYBERDEMON

COMSIDERED TO BE THE MOST significant marker of success in the
development of Argent-Organic research, the cyberdemon is the Flagship
creation of the Lazarus Project. The symbiotic union of a Hell warden
[Lazarus Project tethering operation MTC 2147/016) and an Argent accu-
mulator, this beast is capable of withstanding so much punishment that
the creature must be kept in permanent suspended animation. Repeated
attempts to subdue the beast prove unsuccessful, as when exhausted, the
cyberdemon simply replenishes its life Farce from the accumulator and
attacks again with greater ferocity. Only by removing the Argent implant

DEMONS & 057 ——

Cyberdeman sketches - Hugo Martin

can the beast be restrained. The cyberdemon remains in stasis until a
suitable method of control can be Found

These demons are of the highest rank among the denizens of Hell. They
offer service to no one—even the named demons. At First it was believed
that this was in fact a unigue demaon, as it is held in reverence among the
lower order, but a tablet Found in the Temple of Corrax revealed that it is
a unigue genus of demon only found deep within the bowels af Hell
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Cyberdemon head sketches - Hugo Martin

Cyberdemon sketches - Hugo Martin



DEMONS & 053 ——

Cyboerdemon skefiches - Hugo Martin
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RESOURCE OPS

THE RESOURLCE DPERATIOMNS CEMNTER was one of the First Facilities con=
structed at the Mars base after the discovery of the Argent Fracture, The
center encompasses several key areas needed to run the facility, including
plasma extraction and processing. heavy metal and ore mining, communi-
cations networking. and off-world transportation, New UAC emplovees
posted to the Mars Facility are expected to Fulfill a tour of duty in Res Dps
before moving on to their specialized career bracket. Security clearance
level ] allows access to all areas of Res Dps [excluding the VEGA networking
hubs and satellite control centers).

.

Continual expansion of UALC mining operations on Mars proved invaluable
to the UAL in even its broadest goals, During early colonization efforts
below the planet’s surface, the unexpected discovery of the Argent Frac-
ture had profound impact on the Formation of the Mars colonization
project, Raw data extracted from the geological anomaly revealed a rich
and massive deposit of an unidentified and seemingly inexhaustible
energy source. The implications of this discovery would completely renew
the UALC's long-term plans for the planet
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Surface = Jan Lane

MARS5 SURFACE

DESPITE THE DISCOVERY of liquid water on Mars in the early twenty-Ffirst
century, the colonization of Mars remained infeasible For the Following
century, When the Well was discovered in 2115, its endless supply of
unrefined Argent plasma provided the needed incentive, The vast
energy demands of Earth required settling and mining on Mars

The surface of Mars is an inhospltable environment. Sandstorms regu-
larly make working outside impractical. and constant maintenance and
repair are necessary to keep the Facility Fully operational During adverse

weather conditions, exterior work is imited to essential activities, such as
Argent Tower fFeed control, interdepartmental transport, cargo handling,
EmMergency access, and level 2 hazard events [such as nuclear meltdown
or bioepidemics).

Unauthorized exploration of the exclusion zones outside the base is
prohibited. Highly volatile experiments and artifacts are currently being
researched at a safe distance from the base, Your safety in these areas
cannot be guaranteed
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Cooling tower = Coalin Geller
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Mars vista - Coalin Geller







BFG DIVISION

CONSTRUCTION OF THE Advanced Weaponry Division [AWD0] was
completed in MTL 2136, This vast, state-of-the-art research, design, and
production center uses cutting-edge technology and fabrication tech-
niques to prototype everything From robotics to weaponry 1o subspace
communication systems. The building security, life-support, and day-to-day
operations are almost entirely managed by VEGA, the Argent Facility's
in-house artificial intelligence mainframe. Due to the highly sensitive
nature of the research being conducted at the AW, the walls of the entire

superstructure contain a Faraday cage to prevent any unauthorized
communication.

The AWD is the birthplace of several breakthrough Relds, including BFG
development, teleportation research, and cybernetic augmentation, This
bastion of advanced thought attracts the brightest minds in the scientific
community and is considered humanity's brain trust
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LAZARUS

LAZARUS LABS |15 A SUBDIVISION of the Advanced Weapaonry Division,
only accessible by those with the highest clearance levels. Located deep

underground to prevent infiltration [and exfiltration], Lazarus Labs |s

home to the longest serving and most dedicated UAL staff. Information
regarding the Lazarus Project is hard to find, as team members are

highly secretive and well disciplined. What is known is that any cross-
dimensional anomalies, entities, or artifacts are immediately sent to
Lazarus Labs For research, never to be seen again. Promaotion to the
Lazarus Praject is considered a badge of honor among the UAC staff—
despite general ignorance regarding Lazarus Labs’ activities,
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fabove] Final arena Colin Geiler / [below] Hell - Colin Geller
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HELL

WHEN THE MANMED EXPEDITION of 2145 reached the Great Steppes,
massive structures were Found—unlike any other edifices yet seen in
Hell It has been suggested that these structures were taken from
anclent conguests as trophies. Their construction bears resemblance
to many known earthly architectural movements and several unknown

Ipotentially extraterrestrial] designs. Most of the structures appear to

be religious or spiritual in design and have been corrupted to pay

homage to the dark magic of Hell.
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The area is inhabited by all manner of demons, including the Unwilling,
sacrificial slaves, Lost Souls, Hell knights, and other. nonclassified
creatures, The only manned expedition into Hell, the UAC Expedition of
2144, uncovered one particularly interesting tomb adorned with power-
Ful holding runes and unique relics. The relics were successfully returned
to Lazarus Labs for processing and study, despite the expedition's loss
of all hurman Life.
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CHARACTERS

TO ACHIEVE ITS GOALS ON MARS, it would prove necessary
For the UAC to acquire the very best and brightest minds
capable of innovating in their specialized Fields. Aggressive
recruitment by the UAC was needed to obtaln what would
become its most valuable resource: able-bodied workers.
Under the planning of Samuel Hayden, the operational com-
position of UAC Mars changed dramatically as resources
were redirected to heavily expand its Facilities in the
area of experimental sciences. With the addition of
Dr. Dlivia Pierce as head of UAC Special Divisions Research
and Development, giant strides would be made in experi-
mental energy conversion, transforming the entire power
infrastructure of Mars. By the end of 2117, the Argent
Facility would reach completion, becoming the largest
extraterrestrial colony in human history. This would set into
motion what would come to be known as the "Argent
Rush”"—a mass influx to Mars of academics eager to work
at UAC's cutting-edge Facility.
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O00M Marine = Hego Martin

o00M Marine Relmer Hugo Martin

DOOM MARINE

OME OF THE MOST puzzling discoveries made during the pandimensional
surveys of Hell would be the extraction of an ancient combat suit known
as the Praetor Suit. When found, It was encrusted in blood and dirt yet
Fully intact. The suit was cleaned, subjected to numerous tolerance tests.
and found to be nearly impervious to damage. The suit appeared to have
some mechanical function as well: small receptors on the gloves and chest

plates attracted Argent plasma and dissipated it through capillary tubes
in the substructure, Markings on the armor were also consistent with
images of a man [or a humanoid) seen on various tablets and stones
Found during earlier expeditions. Although it is clear that the suit can be
activated in some way, no method to do so has yet been found.
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Samuel concept -~ Emersan Tung

CHARACTERS &

Samuel arthos - Alex Palma

SAMUEL

SAMUEL HAYDEMN was the chairman of the UAL
until his death in the year 2127. Samuel completed
his master's degree in theoretical physics at Oxford
University, showing prodigious talent in several
fields, including thermodynamics, electromagnetic
theory, and nuclear sciences. After his appointment
as general director of the Llobal Science Council, he
was approached by represantatives of the UAC who
sought to make use of his daunting intellect.
Samuel inherited the UAL's Martian colonies in a
transfer of power that would coincide with the
discovery of the Argent Fracture beneath the
planet’s surface. The working directive on Mars
changed overnight as Samuel put the Argent Tower
project into production, a decision that would trans-
Form the Future of Mars, As completion of the Argent
Tower drew near, Samuel was diagnosed with stage
4 inoperable brain cancer, Samuel was ghven six
months to live. He dedicated those last Few months
to researching the radical solution to the problem
of his mortality: cybernetic transference.

|28 =
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Female NPL conceptis Alex Falma

Male NPC concepts - Emerson Tung
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Bowunty hunter multiplayer armaor - Alex Palma

MULTIPLAYER ARMOR

OMGOING TERRITORIAL DISPUTES over off-world resources in the
twenty-second century would ultimately have an effect on interplanetary
corporations and organizations seeking to compete in uncharted space.
The increase of space piracy and corporate-funded mercenary subterfuge
would necessitate a certain combat readiness on behalf of corporations
wying For profits. Seeking to integrate itself into the ever-growing inter

planetary war industry, the UAL would seize the opportunity to supply
warring factions in regions ranging from Mars to distant outposts as
remote as Neptune's moons. With armaments of battle armor and
experimental weaponry considerably more advanced than those of its
campetitars, the UAC would effortlessly define itself as a prominent arms
dealer For the new Frontier.
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Nautilus armar st 1 concept = Emerson Tung

Nautlius armor set I -
Emerson Tung

Nautilus armor set 2 -
Emerson Tung

Bounty hunter armar set 2 concept - Alex Paima
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Tanaka armor sefs = Emergson Tung
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Tanaka armor set porthos = Emersaon Tung









WEAPONS

THE MASS PRODUCTION OF WEAPOMNRY on Mars initially
began as a necessary means of maintaining security across
UALC's various Facilities. This was later accelerated with the
help of Argent research at the ARC, which resulted in the
development of experimental weapons utilizing newfound
Argent-based technologies.

In time, conventional weaponry was phased out of commaon
use; mass-produced plasma rifles became standard For UAC
security personnel, while advanced weapons intended For
off-world military use, such as the gauss rifle, became
high=value exports. Although these energy-based weapons
have become modern-day staples, there are still armories
on Mars that insist on stocking only proven weaponry of

the late twenty-first century.
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Meavy assawlt rifle = fan Lane

Heavy sagxdirld rdfle boamb buret mod Jon Lang Heavy assault fifle scope mod = Jon Lane

Heavy assault r/fle render

Tim YEramian
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Flasma rifie - Jon Lane

Plasma rifle mpos Bryan Flynmn

Plaama rifle réender =

Fim Yeramian

Plagma rifle First=gerson view = Jan Lane
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Chotgun - Jan Lane

Modded shotgun - Bryan Fiynan

Shotgun render = Jake Hernander



Chainsaw Ffirst-person view =

Jon Lany
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Supef shotgun - Jan Lans

Chainzaw - Jon Laneg

CHAINSAW

THERE HAVE BEEN REPORTS of this itemn being seen at the Argent
Facility, though there are no known uses for it. Security personnel hawve
been made aware that this item has likely been smuggled onto Mars and
have been directed to confiscate it immediately. As there are no practical
uses for it, it must be assumed that this item should be considered a
black-market enthusiast’s weapon
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Pistol - Bryan Flgnn

Pistol concepts = Bryan Flynn
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Baolt rifle concepts = Bryan Flynn

Bolt rifle = Bryan Fiyan

Balt rifle render - Tim Yeramian

Bolt rifle First-persan view — Bryan Flynan
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ARLC cannon - Jan Laneg

ARLC cannon renders -
jake Hernandes

ARC CANNON

INITIALLY CONCEIVED AS A COUNTERPART to the plasma rifle, the ARC
cannon began development at the UAC's Advanced Research Complex as
part of its ongoing research into the properties of Argent conductivity. In
designing and testing unigue ﬁring— pattern mechanisms for what would
eventually become the mass-production model plasma rifle, it was
discovered that modulation of an Argent plasma current could produce
sustained linear streams of dense plasma, which would prove highly de-
structive to organic matter. Although the production-model ARC cannon
has seen real-world Field use invarious off-world conflicts, its production
remains limited because of the unorthodox nature of the weapon

ARL cannon First-perion viedw =

Jan Lang
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Vaortex rifle = Bryan Flynn

Vartesx rifle render - Cameron Herby

Vartex rifle cancepis - Bryan Flynn

Vortex rifle First=-peErson view Bryan Flynn
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Chaimgirn Bryan Flymmn
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Chaingun Gatling mod Bryan Fiynn Chalngunm furret mod Bryan Flynn

Lhaingun render Lregor Kophka

CHAINGUN

THE DELTA-12 CHAINGLUN is a high-velocity heavy weapon capable of sup-
pressing multiple targets at once. Recent changes to the firing mechanism
have pushed the Delta-12 to the physical limits of a ballistic weapon, An
Argent-infused piston compresses gas within the firing crucible Lo over
220,000 PsI. when released, this launches a 15 mm tungsten slug with a
muzzle velocity of nearly 5.000 Feet per secand. The heat generated by
this action is siphoned into a thermal gel compound that automatically
recharges the 96-volt battery pack. This allows the weapon to sustain an
almost endless Firing cycle as long as ammunition is present. The Delta=5
chaingun weighs 45 kg, making it a lethal but cumbersome armament

L@ glan

Farsf=gersgon vidw
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Rocket [agncher getonation mod

Bryan Flynn

launcher lock=-on mod

Hocket laupncher stangdard HRockar
Bryan Fiynmn Bryvan Flynn

Hpgcket lagncher render Tim Yeramian

Rocket lavncher lock-on mod - Hocket tavncher gdefonation mpd First-pErson wiew
Bryan Flynn Bryan Fiynn
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StstiE Fifle = Bryam Flynn

Static rifle First-persan view - Bryan Flynn

Static rifle cancepts = Bryvan Filynn
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Gauss rifle = Bryan Flynn

Lapss rifle First-parson vieaw Bryan Flynn

Gavss rifle siege mod render = Camaron Nerby
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Hellshpt - Gregor Kophka

Hedishot Firsi-persan view Lregor Kopka




gle-player varlant First-pefson view — Bryan Flynan

BFL muit/iplayer varignt First-person vigw

Bryanm Fiymn

BFG

THE WEAPOMIZATION OF ARGENT PLASMA led to the developrment and
mass production of the Plasma Rifle, but the UALC realized they were
capable of much more. The BFL-9000 would prove to be the culmination
of the UAC's efforts. allowing an individual operator to use unprecedented
maobile firepower. This weapon delivers streams of supercharged Argent
plasma to multiple targets, utilizing Argent conduction capable of guiding
projectiles. The result is immediate vaporization of all arganic matter

WEAPONS &

BFG concegis
Bryam Fiymm

opposite to the weapon's firing end. The BFG's most current prototype
maximizes its crowd-control effectiveness, making it essentially capable
of destroying every living thing in the area that is not the user. Unfortu-
nately, the risk of potential Friendly fire makes it too dangerous for mass
production. Further design iteration is ongoing at the experimental labs of
the Advanced Researched Complex.
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THE EARLIEST PLANS FOR the Formation of the Martian

colonies began over a century ago. It wasn't until the UAC

involved itself in the late twenty=first century, acquiring
key personnel and territorial rights to the majority of the
planet’s surface, that the plan would Finally evolve into an
achievable enterprise. Partnering with MIXOM [which would
over time build its reputation as the world’'s most trusted
interplanetary supplier], the UAC developed the First-ever

trade route between planets.

For nearly a century, UAC and MIXDOM [with the help of
third=-party contract organizations, such as 1/0 Logistics]
would lay the Foundation, piece by plece, For a new civiliza-
tion on the barren planet. The endeavors of countless
contributors have assisted in the construction of the Argent

Facility and all of UAC's operations on Mars.
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MACHINES

HUMAN LIFE ON MARS is entirely dependent on technology For survival,
And ultimately, the advancement of technology would be at the core of
UALCs interest in the planet

During the First century on Mars, the UAL=-coined slogan "Foundation For
the Future” would come to define that formative era. In a planetary

environment that is altogether Inhospitable to human life, the collective
ingenuity of architects and habitat engineers would be required to solve
the logistical problems of expansion on the planet. Within a century, the
UALC had conguered the fundamentals of successfully laying the ground-
work for a sustainable human ecosystem
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DETACHED STATE

BFG pod #rm = Jon Lans

BFG pod = Jon Lane

BFG POD

AT THE HEART OF the UAC Advanced Research Complex is the prototype
sublevel, Formed specifically For the research and development of experi-
mental military weaponry. Encircled by prototype labs dedicated to
ongoing iteration of the BFG-9000, the BFG itself is at the core of this
research Facility. Because of the volatile and sensitive nature of the ARC's
research, the Facility was built with an elaborate security system to prevent
the unwanted entry or unauthorized removal of assets from the facility.

ATE = CONNECTED TO

Locked inside a vaulted laser-grid defense system, the BFG is kept in a
suspension particle feld, which is itself locked Inside a plasma-shield-
protected enclosure. Any attempt to breach this system will trigger
automated biosensars. initiating the lab’s intruder-removal protocol There
has never been a recorded breach in the Facility's history, and it is believed
that the likeliness of an intruder surviving these protective measures is
less than 0.33 percent.
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ATTENTION-GETTING EMISSIVE
GLOW FROM SCREEN/LIGHT

Meycard studies Emerson fung Neycard Lolin Lelier




Exéteripor prop Calin Geller

Roofl props -= Colin Gelier
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Emergfency consaole switech = Emerson Tung

Alripcks - Jon Lang
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Small Argent laser Filter = Bryan Flynn Largeé Argent lagser Filter = Bryan Flynn



Health station - Bryan Flynn Accumulator = 8ryan Flynn
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HELL

MUCH OF WHAT IS KNOWN ABOUT HELL has been gathered from
recorded empirical data collected during pandimensional expeditions.
Study of this data overwhelmingly suggests the existence of a once-great
Former civilization. All evidence indicates the presence of engineered struc-
tures, with Further analysis suggesting a soclal order composed of distinct
hierarchical layers. Dwing to the ruinous state of these structures and the
difficulty implicit in obtaining authentic artifacts. the identity of those

respansible for these remnants remains unclear. It is unknown whether the
demons that now inhabit that space are the descendants of this former
Civilization or those responsible For its destruction. To Further confound the
data, there are reports detailing the existence af giant sculpted structures
apparently bullt in honor or worship of demaonic figures. Howewver, it does
appear that any shred of the civilized social order that was once capable of
creating these statues has now long since disappeared,
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Giant skull render -
Bryan Wynia

Shuills Emerzon Tung
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olie Geller

Sercaphagus

Broken sarcophagus — Colin Geller
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CRUCIBLE

THE EXISTENCE OF THIS ANCIENT ARTIFALT is mentioned iminscriptions
in various texts and depicted in tablets as an object of some great
power, The purpose of the artifact is unknown, although it Is believed
that the object may serve as a ceremonial blade of some kind. Uncan-
Firmed speculation states that the Crucible relates to an ancient and
prophesied ritual—an event that may coincide with the transference of
power to the one who wields the blade,
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feagn af Sin - Phillip Balley

surgery bot - Hobert Hodri
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Generator = Luls Perer

Cyberdemon statue - Jeremy Thuerman

Condwli Dok - Jake Hernandes

Fri-tank - Hammed Al-Tamimi Lantern - Fontus Wihilin Hell crusher = Sup Chaol
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THE PROLONGED STUDY OF SURFALCES in Hell etched with what
dppeared to be primitive marks and scrawls baffled UAL scientists for
months, The continued extraction of specimens eventually led to
confirmation that they had, in fact, discovered the existence of a primi-
tive language deriving from Hell

All efforts to translate the language have thus Far Failed, and UALC
research teams continue in their search to crack the cipher. In spite of
this inability to understand the language itself, tearms at the Lazarus
research Facility have conducted experiments into the conversion and
manipulation of the text in an effort to study its potential effect on sub-
psionic regions of the mind, Early reports suggest anomalous behavior
may be induced by the use of these symbols. Continual exposure to the
symbols has been shown to provoke unpredictable reactions in test

subjects: Further results are pending.
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Hiell guard bauvlder spawn

Wirginia Romanowska

Ml Fard il 0 feEr fmpaecE

Wirginia Romanows s

Hell guard slam Impact shock wave
Wirginla Romanowska
Static cannon mMufzle Flash
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Lightning gun muzzle flash
Wirginia Romanows ka
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WELTOME o HELL

From the massive UAC Facilities on Mars to the horrific depths of Hell, uncover never-

before-seen sketches and concept art from DO0OM. Featuring an exclusive look at the

development of the relentless demons, the devastatingly over-the-top weapons, and

the iconic DOOM Marine—all accompanied by commentary from the developers

themselves—The Art of D0OOM is indispensable for Fans of video games, visceral first-
person-shooter combat, and pulse-pounding action!




	game_9781630085643_epub3_001_r1
	game_9781630085643_epub3_003_r1
	game_9781630085643_epub3_004_r1
	game_9781630085643_epub3_005_r1
	game_9781630085643_epub3_006_r1
	game_9781630085643_epub3_007_r1
	game_9781630085643_epub3_008_r1
	game_9781630085643_epub3_009_r1
	game_9781630085643_epub3_010_r1
	game_9781630085643_epub3_011_r1
	game_9781630085643_epub3_012_r1
	game_9781630085643_epub3_013_r1
	game_9781630085643_epub3_014_r1
	game_9781630085643_epub3_015_r1
	game_9781630085643_epub3_016_r1
	game_9781630085643_epub3_017_r1
	game_9781630085643_epub3_018_r1
	game_9781630085643_epub3_019_r1
	game_9781630085643_epub3_020_r1
	game_9781630085643_epub3_021_r1
	game_9781630085643_epub3_022_r1
	game_9781630085643_epub3_023_r1
	game_9781630085643_epub3_024_r1
	game_9781630085643_epub3_025_r1
	game_9781630085643_epub3_026_r1
	game_9781630085643_epub3_027_r1
	game_9781630085643_epub3_028_r1
	game_9781630085643_epub3_029_r1
	game_9781630085643_epub3_030_r1
	game_9781630085643_epub3_031_r1
	game_9781630085643_epub3_032_r1
	game_9781630085643_epub3_033_r1
	game_9781630085643_epub3_034_r1
	game_9781630085643_epub3_035_r1
	game_9781630085643_epub3_036_r1
	game_9781630085643_epub3_037_r1
	game_9781630085643_epub3_038_r1
	game_9781630085643_epub3_039_r1
	game_9781630085643_epub3_040_r1
	game_9781630085643_epub3_041_r1
	game_9781630085643_epub3_042_r1
	game_9781630085643_epub3_043_r1
	game_9781630085643_epub3_044_r1
	game_9781630085643_epub3_045_r1
	game_9781630085643_epub3_046_r1
	game_9781630085643_epub3_047_r1
	game_9781630085643_epub3_048_r1
	game_9781630085643_epub3_049_r1
	game_9781630085643_epub3_050_r1
	game_9781630085643_epub3_051_r1
	game_9781630085643_epub3_052_r1
	game_9781630085643_epub3_053_r1
	game_9781630085643_epub3_054_r1
	game_9781630085643_epub3_055_r1
	game_9781630085643_epub3_056_r1
	game_9781630085643_epub3_057_r1
	game_9781630085643_epub3_058_r1
	game_9781630085643_epub3_059_r1
	game_9781630085643_epub3_060_r1
	game_9781630085643_epub3_061_r1
	game_9781630085643_epub3_062_r1
	game_9781630085643_epub3_063_r1
	game_9781630085643_epub3_064_r1
	game_9781630085643_epub3_065_r1
	game_9781630085643_epub3_066_r1
	game_9781630085643_epub3_067_r1
	game_9781630085643_epub3_068_r1
	game_9781630085643_epub3_069_r1
	game_9781630085643_epub3_070_r1
	game_9781630085643_epub3_071_r1
	game_9781630085643_epub3_072_r1
	game_9781630085643_epub3_073_r1
	game_9781630085643_epub3_074_r1
	game_9781630085643_epub3_075_r1
	game_9781630085643_epub3_076_r1
	game_9781630085643_epub3_077_r1
	game_9781630085643_epub3_078_r1
	game_9781630085643_epub3_079_r1
	game_9781630085643_epub3_080_r1
	game_9781630085643_epub3_081_r1
	game_9781630085643_epub3_082_r1
	game_9781630085643_epub3_083_r1
	game_9781630085643_epub3_084_r1
	game_9781630085643_epub3_085_r1
	game_9781630085643_epub3_086_r1
	game_9781630085643_epub3_087_r1
	game_9781630085643_epub3_088_r1
	game_9781630085643_epub3_089_r1
	game_9781630085643_epub3_090_r1
	game_9781630085643_epub3_091_r1
	game_9781630085643_epub3_092_r1
	game_9781630085643_epub3_093_r1
	game_9781630085643_epub3_094_r1
	game_9781630085643_epub3_095_r1
	game_9781630085643_epub3_096_r1
	game_9781630085643_epub3_097_r1
	game_9781630085643_epub3_098_r1
	game_9781630085643_epub3_099_r1
	game_9781630085643_epub3_100_r1
	game_9781630085643_epub3_101_r1
	game_9781630085643_epub3_102_r1
	game_9781630085643_epub3_103_r1
	game_9781630085643_epub3_104_r1
	game_9781630085643_epub3_105_r1
	game_9781630085643_epub3_106_r1
	game_9781630085643_epub3_107_r1
	game_9781630085643_epub3_108_r1
	game_9781630085643_epub3_109_r1
	game_9781630085643_epub3_110_r1
	game_9781630085643_epub3_111_r1
	game_9781630085643_epub3_112_r1
	game_9781630085643_epub3_113_r1
	game_9781630085643_epub3_114_r1
	game_9781630085643_epub3_115_r1
	game_9781630085643_epub3_116_r1
	game_9781630085643_epub3_117_r1
	game_9781630085643_epub3_118_r1
	game_9781630085643_epub3_119_r1
	game_9781630085643_epub3_120_r1
	game_9781630085643_epub3_121_r1
	game_9781630085643_epub3_122_r1
	game_9781630085643_epub3_123_r1
	game_9781630085643_epub3_124_r1
	game_9781630085643_epub3_125_r1
	game_9781630085643_epub3_126_r1
	game_9781630085643_epub3_127_r1
	game_9781630085643_epub3_128_r1
	game_9781630085643_epub3_129_r1
	game_9781630085643_epub3_130_r1
	game_9781630085643_epub3_131_r1
	game_9781630085643_epub3_132_r1
	game_9781630085643_epub3_133_r1
	game_9781630085643_epub3_134_r1
	game_9781630085643_epub3_135_r1
	game_9781630085643_epub3_136_r1
	game_9781630085643_epub3_137_r1
	game_9781630085643_epub3_138_r1
	game_9781630085643_epub3_139_r1
	game_9781630085643_epub3_140_r1
	game_9781630085643_epub3_141_r1
	game_9781630085643_epub3_142_r1
	game_9781630085643_epub3_143_r1
	game_9781630085643_epub3_144_r1
	game_9781630085643_epub3_145_r1
	game_9781630085643_epub3_146_r1
	game_9781630085643_epub3_147_r1
	game_9781630085643_epub3_148_r1
	game_9781630085643_epub3_149_r1
	game_9781630085643_epub3_150_r1
	game_9781630085643_epub3_151_r1
	game_9781630085643_epub3_152_r1
	game_9781630085643_epub3_153_r1
	game_9781630085643_epub3_154_r1
	game_9781630085643_epub3_155_r1
	game_9781630085643_epub3_156_r1
	game_9781630085643_epub3_157_r1
	game_9781630085643_epub3_158_r1
	game_9781630085643_epub3_159_r1
	game_9781630085643_epub3_160_r1
	game_9781630085643_epub3_161_r1
	game_9781630085643_epub3_162_r1
	game_9781630085643_epub3_163_r1
	game_9781630085643_epub3_164_r1
	game_9781630085643_epub3_165_r1
	game_9781630085643_epub3_166_r1
	game_9781630085643_epub3_167_r1
	game_9781630085643_epub3_168_r1
	game_9781630085643_epub3_169_r1
	game_9781630085643_epub3_170_r1
	game_9781630085643_epub3_171_r1
	game_9781630085643_epub3_172_r1
	game_9781630085643_epub3_173_r1
	game_9781630085643_epub3_174_r1
	game_9781630085643_epub3_175_r1
	game_9781630085643_epub3_176_r1
	game_9781630085643_epub3_177_r1
	game_9781630085643_epub3_178_r1
	game_9781630085643_epub3_179_r1
	game_9781630085643_epub3_180_r1
	game_9781630085643_epub3_181_r1
	game_9781630085643_epub3_182_r1
	game_9781630085643_epub3_183_r1
	game_9781630085643_epub3_184_r1
	game_9781630085643_epub3_185_r1
	game_9781630085643_epub3_186_r1
	game_9781630085643_epub3_187_r1



