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Mass Effect 3represents the achievement of an incredible goal: a major video-game series that was
envisioned as a trilogy from the very start. More importantly, itis a trilogy where players decide how
the story unfolds—the consequences of their decisions impact not just one game, but the entire series.

The two biggest challenges in accomplishing this ambitious plan were that each game had to become
popular enough to warrant a sequel, and—even harder—that each game had to get finished; both
things are rarities in a winner-take-all industry where games are often delayed or cancelled alto-
gether. Not only did our team at BioWare drive each game to completion, but each installment went
on to become a commercial and critical hit. This is a testament to the talent and professionalism of
the artists at BioWare, and to their creative vision for the Mass Effect universe.

In the eight years that we worked on this trilogy, we watched the Mass Effect universe take shape,
from the first tentative brush strokes in 2004 to the spectacular realism of the worlds experienced in
Mass Effect 3. While we always intended to give players an expansive new universe to play in, we
never could have imagined the response we've had from fans around the world. For them, and for us,
Mass Effectis more than a video game—it has become a place filled with the memories of friendships,
rivalries, wondrous visions, and thrilling adventures.

It has been an honor and a pleasure to work with the art team in the creation of the Mass Effect
universe. This book is a record of that artistic journey, and | hope you enjoy it.

Casey Hudson
Executive Producer

It'’s been eight years since Casey and | sat down and started talking about Mass Effect. The project’s
code name was SFX, and the rest was open territory—a scary thought when presented with the task
of visualizing a new universe that needed to resonate with the audience, stand out from the crowd,
and be rich enough to carry the license long after the completion of the original game.

When conceptualizing the Mass Effect universe, we kept a few artists and architects in mind. We
drew inspiration from Syd Mead, John Harris, John Berkey, and Santiago Calatrava—just a few of
the visual mavericks we looked to. We pored over thousands of images and countless movies to draw
every bit of reference we could obtain.

It has been fascinating to see Mass Effect grow over the years. In the beginning, we were constantly
compared to other games and artists, and then, as the series grew and matured, we started hearing
how other games were looking like ours. People are looking at products coming out now and are
saying, “"Hey, that looks like Mass Effect!”

Itis impossible to do justice to the monumental task it was to build a project of this scale. The passion
and dedication of hundreds of artists, drawing over ten thousand concepts and working countless
hours, doesn't fit between two covers, Without them, the vision for the universe would have failed, and
Mass Effectwould've been just another title on a long list of forgotten games. | hope this book serves
as a window into our artists’ minds and shows how they helped create the universe called Mass Effect.

Derek Watts
Art Director










Matriarch Benezia's appearance is designed to capture the beauty and
mystical power of the asari, while bearing the dark and mysterious qualities
that helped associate her with Saren. Special attention was given to her
headdress, which references religious and royal clathing

Below are early concepts for the asan commando. While a good deal of
the concepts had flowing clothing, it ultimately made more sense, from a
design perspective, to keep the style military and tight.




depicting him as an o

character who still po
powerful biotics. The concepts on the right
are hrainstormed images exploring different

5 of Saren's head, experime

ring, and deco

sided that, unlike
i would not have tattoos, We w
distinctive crest and visible Reaper machinery

to reflect his indoctrination



These designs explored different directions for Saren’s armor. We
eventually decided to show signs of severe indoctrination and Reaper
cybernetics by giving him a mechanical arm.

We tried several concepts for Saren's head. His final appearance was kept similar to other turians, allowing him to blend in to society rather than be an obvious monstrosity







HUNVMANS |

These quick character studies for the human
marines—Ashley, Kaidan, Anderson, and
Joker—helped us establish an iconic feel for
each character.




We drafted many options for armor. Originally, Shepard’s armor was red and white,
but that made Shepard look too much like a medic rather than a combat-ready
maring. Eventually we made the armor charcoal gray and added a red-and-white
stripe, as well as the iconie N7 logo. Although Shepard’s armor changed with each
subsequent game, these elements remained consistent.




Clothing concepts for the people of
2183 included designs for miners,
prisoners, prostitutes, and even
colonists wear ng nazmat suits
Through standardizing these caon-
cepts, we found a commaon visual

anguage for numan characlters




To add a familiar element of science-fiction fantasy, we

et would be a

decided one of the main species in Mass Ef
race of beautiful, blue alien girls. An extensive exploration of
the idea led to the asar appearing exotic and alien while
still having some human qualities, which allowed them to be
desirable as potential love interests. The original inspiration of
the scalp tentacles was to evoke the image of a woman emerging

from the water with her hair swept back.

Asari clothing was to be alluring and sexy but with a sense of
class and style—more of a Hollywood red-carpet feel than that
of a stripper (except for the asari who were, in fact, strippers).
Once we established the general look of the asari, we examined
the fine details, like the scalp tentacles.










TURIANS

As Linus Pauling once said, “The best way to have a good idea is to have a lot of ideas.” We had a lot of ideas for alien species! The writing
department came up with an idea for a birdlike race, and we ran withit. . . in many directions. From this, the turians emerged with avian legs
and an eagle-like head with the crest of a plumed bird. They have several decidedly unavian features to keep them alien, like the carapace
that shields them from the radiation on their home planet.




At the top are designs of turian bodies, including the final form. Most of the aliens in Mass Effectwere designed without clothing or armor, Adding them
later in the process forced us to keep designs consistent and complete to avoid having models with missing aspects hidden under clothing. Below are
variations of turian heads. Once we had the head design, we tried to work out decorations to give each individual turian a unique look.




The tap cong vanous styles of turian armor, mcluding hght and h

ynced the design between human and

, allowing space for turian head crests, the bones jutting f 1the carapace an shoulder blades




KROGAN

The krogan were designed to be a race perpetually at war. They
are obviously semi-reptilian, but one of their early inspirations
was bats. The reference for the krogan body was the heavy skin
of an Indian rhinoceros.

To make Wrex stand out from the crowd, we gave him a splash
of color on his head crest and deep scars across his face. This
made it clear that he'd seen major combat,

The concepts above show facial expressions that helped animation. Below that are models used to figure out coloration, including the final model of Wrex.
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Early body designs for the krogan (facing page) included large, apelike creatures. A lot of these needed to be scrapped because of animation limitations

Above is a variety of krogan armor, including multiple helmet designs and versions for heavily armored bosses. Below that are variations of krogan clothing

SI'Ii_;I_E !x':_;l_inf:'l dare almost never seen out l_'; 'i,_, armar, these were I._!'i_;i'.-' useo




( SALARIANS )

The salarians were our version of “gray aliens,” but with a nearly concave torso and doglike legs. These
unique body features set the guidelines for all the clothing and armor to follow. The bottom collection
represents the steps it took to reach final drawings of the salarian head as well as examples of how one of
the variations might show emotion. We do drawings of expressions to help us figure out how the aliens will

emote using our digital acting system,
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A wide variety of concept sketches of clothing for salarians. Except for a few of the drawings, most of them were too human to meet our needs.




QUARIANS

Tali'Zorah presented a challenge. We needed to create one alien who
would, for a time, be the only example of her species, All we knew about
the quanans was that they were a scavenger race that created the geth.
When some of these drawings were done, we didn't yet know what the
geth actually looked like, Eventually, we decided on a look for the geth
that influenced the {lower) quarian drawings. Tali was to have her face
covered by a mask, tantalizing the player, who could barely make out the
shape of her eyes, but no more.,




Here yvou can see the influence the geth
had on Tali's design, ranging from the
very gethlike on the far upper left to
the final designs on the lower right. The
breathing mask and clothing became the

enviro-suit. The quarians, having a weak

mmune system, won't live long outside

an envirg-suit




In the early conception phase, anything and everything is possible,
Some of the more outrageous original designs for the elcor are }—O
featured below. Eventually, modeling and animation constraints
influenced the design




VOLUS

The volus are another race of aliens that need a full-body enviro-
suit, Violus are from a planet with high air pressure, and to remove
them from their suit anywhere else would cause them to rupture,
much like a deep-sea fish brought to the surface. Some concepts
for their species were relatively large. Ulimately, they became
short and round, giving them a docile look.




The geth are the most common enemy in the game, so they needed to
gtand out from enemies in other science-fiction universes. The head

design was first nailed down for the geth armature, and this later be-
came the basis for the geth’s head design.
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tions on the fina I:.II:.:L of the geth hopper.




THE THORIAN |

The thorian was lovingly referred to as the “grotesque
sac” around the office. It developed into a fungal
creature that was thousands of years old and able
to infect humans with mind-affecting spores and to
create clone duplicates of a creature it had absorbed.
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We toyed with a wide variety of ideas for the rachni. The original thought was to design a creature with long arms that could reach out and pierce the
player. Eventually, these arms became something closer to whips.
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These images are concepts of the Normandys navigational and loading-bay areas. We needed to
create a space where a large crew could live comfortably for months at a time.




Our goal to create an expansive universe meant draft-
ing concepts for the galaxy's many different ships and
vehicles. The Alliance ships referenced the design style
of the Normandy, with large, bi-directional thrusters. At
the bottom are concepts that eventually became a krogan
truck and an asari-designed skycar.




( THE MAKDOD )

We had many concepts for the Mako. We tried it as a
rover, & tank, and a scout vehicle. In some concepts it
even hovered, an idea that resurfaced with the Ham-
merhead in Mass Effect 2 Eventually, we decided
to reference a modern armored personnel carrier.
We gave it a darkened, armored-glass front and six
wheels, which became the standard for Mass Effects
heavy vehicles.




We had more concepts for helmets, of all things, than anything else in the Mass Effect universe. We
made over 200 types in trying to figure out what Shepard’s helmet should look like. We went back and
forth between a closed-face helmet, for a more futuristic feel, and an open-faced helmet, similar to
those in use by militaries today. We decided to go with the open-faced helmet so that players could
see characters’ expressions during the game's conversations.




( MASS RELAYS )

We were cognizant of the fact that giving ships faster-than-light
travel wasn't necessarily enough to account for a galaxy-spanning
civilization. To address this, we came up with mass relays, which
used superior alien technology. The early designs varied wildly, but
we eventually settled on an unused concept for the Citadel, fitting
since the Citadel and the mass relays had a common designer.
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{ SYMBOLS '

There is an expansive array of corporate logos, military insignias, and other symbols in the Mass Effect
universe. Some images above were adopted for the Citadel or the Alliance. Others were stamped on the
ubiquitous crates as logos for shipping companies,




WEAPONRY l

Mass Effects guns had to be collapsible so that the player could store several on
Shepard's back. The concepts on top were the weapons the player would have at the
beginning of the game, and all have the strang Mass Effectarch. The original guns were
chrome, later changed to make them more practical for military use. The guns were all
designed with two barrels, mainly for appearance rather than functionality.

The four holes on the onginal assault rifle were for slotiing in modifications. This was
later altered in favor of color variations, but the slots remained in the weapon's design.




( GCETH TECHNOLOGY )

The geth ships looked like metallic insects. The bottom images
were concepts for the geth cruiser, dropship, and fighter,
showing how it might be animated while flying. Small arms
were attached to the geth vehicles to give them the look of a
fly rubbing its legs together.

Since the geth were the most common enemy in the game, we
tried a wide variety of weapons and machinery for them. One
original concept was a cyborg with dolphin-like skin, as seen
an the facing page’s top-left armature, but we felt this would
be difficult to present convincingly. The idea was scrapped
in favor of a metal appearance.
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[ MISC. TECHNOLOGY j

Some concepts for machinery were used on the main worlds as set
dressing, while others were made for the uncharted worlds where
Shepard retrieves technology lost on the surface of the planet.

Given the size of the Mass Effect universe, we needed an enormous
amount of set dressing and ambient machinery like chairs, beds, stor-
age, and medical equipment to make the areas look lived in and believ-
able, They aren’t the most glamorous pieces, but if they didn't exist,
players would feel something was missing













[ COVIVIANDER SHEPARD J

The middle images are concepts for the customization system for Shepard. Shepard's
armor system became piece-based in Mass Effect 2 The looks emphasized Shepard's
Si:'IZJ.IUllE?_ .'"._E!{I the commander :I!_Il_!l_!i_ll HIIUI:I_:I_ET :-.'I:li;II_ZIU|,I':l|i;|!-.5_!IIIZ_IIUi:l.l'lh!'ll'til":

Below are early attempts at visors and helmets, including & variation on Thane's helmet







Jacob’s armor and clothing helped define the iconic look of all Cerberus ¢lothing. Some
concepts were fully armored, while some were cloth or a mixture of cloth and armor.
Helmets and breathers would be mandatory on airless or toxic planats. Ultimately, a small
respirator was chosen to allow for greater expressivity from the digital actor.

Concepts for Miranda’s body and clothing tried to balance sex MlHANDA LAWEDN

appeal with a uniform befitting a Cerberus officer







CARRUS VAKARIAN

Garrus was a popular character among fans, so his design kept pieces of his iconic uniform,
such as the eye visor and his signature blug-and-black armor. The variations above show
differing levels of damage sustained in his fight with the mercenaries of Omega.

— LGRS e

Early versions of the model for Garrus’s head included a medical bandage used to cover up the injury. To add more customization to the game, all party members

eventually received alternate appearances. Garrus’s had undamaged armor and a slight color variation to make him seem more unigue.







TALIZORAH

Tali'Zarah also proved more popular than expected, and early concepts exploring mare
extreme vaniations of her hood and unifarm were shelved in tavor of one that kept her
arance. Tali's final art was a more polished version of the original Mass Effect

Iec

comc a

character, with a shightly refined hood. This appearance was chosen because it stood out
against the many other quarians seen for the first time in Mass Effect 2
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Grunt had to be young, but also tough, $0 we designed the
krogan's crests to grow as they age. Grunt's crest is smaller
than Wrex's and hasn't fully covered his entire skull. His
armaor evolved into large shoulder pads and exposed muscular
arms, remimscent of a linebacker.

Early materials for Grunt’s armor varied widely. In contrast
to the old, battle-scarred Wrex, Grunt looked youthful. His
armar could be ikened to the “show-room finish™ on a
brand-new vehicle.
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We made many thumbnail drawings for early Thane concepts. Early in development, concept artists
( THANE KRIOS ) are givurl as much freednr:: as pussih!e..l:ur Thane, some drew upon lizards or I.Jir!:ls of [.H-I:‘i.i[“t-iﬂ far
inspiration. Later refinements led to a mixture of aquatic and reptilian charactenstics. Also included

are some concepts for jewelry on his face and neck. Only his necklace made it into the final game.
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In early passes at Thane's clothing, we debated whether to give him tight clothing, suitable
for an assassin, or a loose-fitting jacket that spoke to the image of a professional. Variations
on Thane'’s face included a mannequin-like, “perfect human”™ appearance, but this was
considered off-putting for a character intended as a potential romantic interest.

Closing in on the final concept, the artists used an open-collared look for a rebellious vibe. Early attempts to remowve
the jacket because of animation concerns ended up destroying the entire design. Thane's bals

ava-style helmets
were intended to evoke a ski mask, signifying his criminal background




( NMORDIN SOLUS ]

Meordin's appearance tried to strike a balance between his
scientific background and his time spent in the salanan
special forces. Early concepts reflected attempts to make
him look unique through variations in head horns and the
shape of his eyes

Mordin's appearance hinted at a lab coat and was similar to the outfits chosen for medical characters in the Mass Effect universe. The metal collar was added to

break up his silhouette—its purpose was never actually explored in the game’s dialogue or lore.




The goal of Legion's early concepts was to distinguish him from
other geth. Eventually, this direction was reined in. In the later
stages, it was decided that Legion had ripped off a section of
Shepard's armor to cover the battle damage in his chest,
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Once it was decided that Jack would be clothed in tattoos, various directions were explored for how to tell her backstory through them. We also sought
ways to best show off her tattoos while covering her chest to some degree. Concerns about how exposed she was led to some of these changes.




SANMARA

Samara was one of the more difficult characters to nail down. Her mystic-warrior concept
led to vanations including religious headgear or crownlike adornments to imply royalty. It
was ultimately decided that it would be acceptable to have some skin showing due to her
armor’s near-invisible kinetic-barrier technology, which was her primary method of defense.




2 0 Ii§.||..'I.' out what stanas out about a cl

Here it is pretty obvious which outfit dr

ed the design until we were all
for Samara’s breather. As with Jaco

to allow for more facial expression




ZAEED MASSANI

Early concepts toyed with giving Zaeed an artificial leg as part of his battle injuries, as
well as a dog companion, Neither concept was taken past phase one. Potential breathers
were inspired by a welding helmet and a hockey mask for intimidation purposes. Head
models of Zaeed went through several iterations, adding scarring and a Blue Suns tattoo
to show his history with that group.
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( THE ILLLUSIVE VIAN )

t was decided early om that the lllusive Man's face would be based on a

“catalog model.” Though in his fifties, the lllusive Man doesn't show many
signs of age, as improvements in medical techmology mean that even a hard-
drinking smoker would still look fairly fit. A lot of attention was paid to the
implants in his eyes, the intent being to give him a subtly inhuman look

The challenge with the lllusive Man's suit was to create a futunstic outfit |—)

zable as a suit, but not confined by any particular decade’s fas

ve his appearance a timeless feel. His open shirt was included

i
L




Only a few concept pieces were created for the
Iusive Man's room. The artist created a piece
with him watching a dying star, giving him the
feelof completely controlling his environment.
The room is empty, giving no hint of where the
lMusive Man actually physically lives.

Instead of phones or monitors, the llusive Man
is surrounded by holograms, showing that he
i5 connected to a vast web of information. The
fact that he only communicates to Shepard
through these holograms again gives a subtly
inhuman feel—he sees facsimiles of people
rather than the genuine articles.




(

THE SHADOW BROKER |




THE SCION

|deas for the scion varied widely, and the criteria were
vaqgue at first. We knew that the scion was made up of

multiple husks strung together in a grotesque manner, but
the challenge of creating a unique look brought out a wide
variety of concept pieces

Many of these concepts were scrapped becauwse of anima-
tion concerns. The final design had one arm turned into a
weapon. The sac on the scion’s back was added as a weak
point for combat




( THE PRAETORIAN )

The Praetorian was another example of an enemy that didn't
come with details on how it looked or how it fought. Some
original concepts had it walking, but the Pragtorian needed
to be inserted into combat levels where he could float above
players taking cower.

eventually, it was decided that he could tloat, using internal
mass-effect generators. The final concept included numer
ous husk heads inside his chest cavity to add a more hornific
and menacing feel
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COLLECTORS )

The Collectors’ lo 1d On MICros




Collector soldiers had to fulfill a
number of combat requirements,
including taking cover and firing
weapons, which led to a design
that was more humanoid than
the Collector General.

The extra limbs were retained
in shrunken, vestigial form on
the soldier's chest. The chitin-
ous shell coverad the outside of
the body, while soft flesh could
be seen on inner areas, such as
the thighs. The glowing eyes be-
came useful to visually show the
player when Harbinger assumed
direct control of an enemy.
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( KORLUS )




Concepts for the Lazarus Research Station, where Shepard was restored to life. The Cerberus station showed a more human approach to architecture, which
is not as clean and refined as asari environments. Cerberus imteriors went with a white, black, and orange palette, which tied in with the Cerberus logo
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( LAIR OF THE SHADOW BROKER )







THE NORNVMANDY SR-=2

The stary of Mass Effect 2 required that the Normandy be destroyed, which gave us the freedom to redesign the ship. The Nermandy SR-2 got

body and multiple floors. ygnizable. We also worked to give the ship's design a sleeker look.

¥ Naw COCKpIt IS MOre rec

There were many different visions for the Normandy SR-2. We adjusted the tail fins, the engine placement, and the size of the wings relative to the bady.
We wanted Normandy to have a muscle-car element to its b and to teel more aggressive than typical concepts for spa hips ar ighter

plar osed that the could have up to 1dy's exterior, but this was cut since it would

mean space sCengs wiould not beneht from the spe cular quality m







( THE COLLECTOR SHIP )










Only a few concepts were done for the YMIR
heavy mech; the decisions mostly revolved
around how to create an iconic head that
could be added to the dog-mech and light-
mech bodies to reflect that they all came
from the same manufacturer. We raised the
shoulders to give it a unique silhouette and a
look reminiscent of a gorilla

All variations on the FENRIS dog mech reflect
the design decision to forgo a mouth in favor
of a sensor array, a chief feature for a mech

that fulfills a sentry role,

The LOKI light mechs were designed to be more destructible, since we knew the player would
be quickly dispensing many of them in combat throughout the game. Concepts were based
more on the female figure and had more see-through sections to distinguish the mech from
other enemies. The helmet concepts varied the level of aggressiveness—ultimately, we wanted
a neutral, dead look rather than having them seem too hostile
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( THE OCULUS & THE TECH DRONE |
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( WeEAPONRY ]

Mass Effect 2 has a wide variety of conventional guns, broken down into five classes. There are handguns, shotguns, sniper rifles, assault rifles, and
submachine guns. We decided not to make weapons quite as futuristic in Mass Effect 2to broaden their appeal, but we still tried to keep the weapons
distinct by giving them the iconic Mass Effect dual barrels as often as possible. To create a general sense that the Citadel species were supplied by the
same arms companies, everyone except the Collectors and geth had a similar design to their weapaons.




Mass Effect 2introduced heavy weap-

ons, as shown above. Each weapon
had a unigue use in gameplay, and all
were designed to be large and bulky to
demonstrate their increased firepower.
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ASHLEY WILLIAVIS

we intarests throughout all three

Ashley, Kaidan, and Liara were mean

parts of the trnlogy. After taking the

ady f

mine se

ve let her hair down and gave

] her ina uniform that introduced the new Alliance co
nto she
stvlish officer’s uniform

e officer on Earth
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but later she will don a full set of armor

We tried many hairstyles for Ashley. Ultimately the team decided on a less formal look,
« [ ]

d are well acquainted by Mass Effect 3.




Kaidan's

wanted to change that. The team bulked him up to show that he's seen
a lot of action and 15 ready to ight in the bige

ever seen. The armor went through many slight changes as we figured

out the Alliance colors for human male characters.

We used Kaidan's head from the first Mass Effect, but since the design

was more than six years old, we updated his look for Mass Effect 3




( JANVES VEGA )

The idea for James Vega was to create a blue-collar military officer-a heavy-muscled

tank of a man. We gave his armor more heft to imply that James is an unstoppable

scars, and tattoos to make him stand out from the
Ash and Kaidan, who are both very clean-cut.

force, The team added a bearc

other Alliance marines, notably

A
ADVIRAL ANDERSON j

Admiral Anderson, heading into combat for the first time in the trilogy,
donned fatigues

a

S0

twouldn't look out of place on the battleheld but would

reflect his rank.




( CARRUS VAKARIAN ]

We added silver to Garrus’s signature blue-and-black armor to reflect his

new rank. His eyepiece was slightly altered, and we added more detail to
his armor. The idea was for Garrus to look familiar, but with heavier armar
to withstand the battles he'd be facing in Mass Effect 3.




IA

Fans are most familiar with Liara wearing her medical outfit from the first Mass
Effect, but we instead chose the outfit she wore in the Lair of the Shadow
Broker downloadable content for Mass Effect 2 The jacket is a reminder of
her background in science, while the more armor-like pieces get across that
the galaxy is at war, and even civilians must join the fight.
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We wanted to show Jack's maturation from Mass Effect 2 while
still keeping her a rebel at heart. She's wearing more ¢lothing
and has grown her hair out, but still looks like she's rejecting the
system, At the time this concept was made, it was not clear that
she would be a teacher at Grissom Academy, so her appearance
looks a little unusual for a classroom=—not that Jack would ever
wear a regulation uniform.
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EDI's body needed to be sexy, chrome, and robotic, the Mass Effect
version of Maria from Metropolis. We had a ot of discussion about
how robotic she would appear, what her “hair would look like, and
whether or not her face would be expressive. Since the body is an
infiltration unit that once had skin over the metal, we decided she
should have the same facial effects as the other humans. Otherwise
the unit would be easily spotted.

Some of the early drafts of EDI had a model without eyes. We thought holographic, omni-tool-like eyes might work, but we decided against this in the end, as it
wouldn't work with the digital acting system we use.




The partially completed 3-0 models above show the level
of detail that went into EDI's design. A lot of discussion
centered on the shape of her bady, the split between the
solid and transparent surfaces, and the finer points of her
two-tone appearance.




( THE PROTHEAN

The Prothean statues on llos in the original Mass Effectwere visually ambiguous,
because we were never sure how much of the Protheans we would show over
the course of the trilogy. By the time Mass Effect 3came around, we knew that
the Collectors were Prothean victims of the Reapers. The look of the Collectors
influenced how we created the Prothean squad member,

We tried to make him look more intelligent than the Collectors, as a Prothean
needs to look capable of inventing some of the galaxy's most advanced technology.







We had numerous designs for the Prothean’s armor. It needed to have an Above is the final modeled head for a Prothean, showing off the shell shape
sient feel but still be fantastics rentually we steered toward 3 E 38 ied multiple pupils to the eyes
clothing more like a samurai's than the high-tech armor Shepard wears, to very alien feel.
: ar had been in stasis for more than 50,000 years.




[ THE CHILD )

(ne child would be the face of the people on Earth whom Shepard could not save.
Below are variations on the child’s clothing, which we wanted to feel appropriate for

the far future but not so unusual that they would seem out of place on a child today.




Hesas Ao Effamn
ovels, Mass Effect

Kai Leng, Cerberus’s top assassin, was featured in the A,
Jmarks the first time he & im metal legs and
plants to imply that he'd

been modified since the events in the books to become even deadliar




Long ago, we decided Kai Leng was going to wear Cerberus colors, but we
weren't so sure about his hairstyle, coat length, or visor type. The lower concept
shows a heavily modified Kai Leng with inhuman metal legs, an early direction
that was taken because Anderson disables Leng with shots to the legs in the
novel Mass Effect: Retribution.
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( cEeERBERUS FORCES j

The trooper is the most common Cerberus enemy in the game. We decided
the armor needed to look more robust than it did in previous games to
show that troopers are battle-hardened foes who have fought all kinds
of enemies across the galaxy. Common features for all Carberus enemies
were the colonng, rectangular eye shits, and circles over the shoulders and
chest. Heavy armor pads over the collarbone completed the tougher look.




The engineer has lighter weapons and armaor
than the trooper. The class is also capable of
detaching a turret from their back and setting it
on the field to help cover an area. We used cloth
to imply that this class might be easier to bring
down than the trooper. This look also suggests
they'll use technology and engineering to defeat
foes rather than brute force.

While early versions of the sniper were male, we ultimately decided to make her female to make the sniper’s silhouette
distinct from other Cerberus enemies. The red lens light was added so she would stand out at a distance




Rougher versions of the centurion were influenced by the uniforms of real-life bomb-disposal troops.
This was eventually toned down to fit the centurion’s leadership role. As the gameplay department
created weapons for this class, we altered the armor to accommodate things like grenade canisters,
matching form with function.

What makes the guardian unique is the heavy gun on the shoulder, required
because the class also carries a large, impervious riot shield.




The Atlas went through multiple terations. An early version cast the Atlas as a
heavy Mass Effect 2YMIR mech with a soldier inside. Eventually, a canopy was
added to protect the soldier, and we made the Atlas larger than the YMIR. The
canopy was made clearly visible so it would be an obvious weak point. These
changes had consequences: increasing the size of the Atlas created a lot of
extra work far the animation department.




REAPER FO ]

One of the biggest challenges in creating Mass Effect 3
was designing enemies that side with the Reapers but
are not Reapers themselves, After all, Shepard wouldn't
last long in a fight with a two-kilometer-long starship. To
allow us to maintain the series’ signature squad-based
combat, we created horrific versions of the galaxy's —O
established species, like asari and batarians, and set
the action during an invasion where Reaper ground
forces were going house to house harvesting victims,

The banshee is a Reaper version of an asari matriarch—she is stretched taller
by the conversion process to make her silhouette both wispy and intimidating.

The cannibal is a Reaper version of a batarian with a human corpse for an
arm. The corpse’s legs fuse with a large qun. This seemed appropriate, as the
Reapers’ early fronts during the invasion were in batarian and human space.




The brute was named to suggest its appearance: a large enemy with an oversized claw, able to pick up and mash Shepard into the ground. The krogan
were a perfect species to use as a model. We decided to swap out the krogan head for something turian, making for a grisly synthesis of two species
whose planets were closely linked in the invasion plan. The exposed vital organs were appropriately repulsive, but we ultimately added armor plating

that could be blown off, making the brute extremely tough.

The marauder was the "general” of the husklike enemies, taken from one of the species

most skilled at warfare, the turians.




The harvester was a great opportunity to bring back a creature we had designed for the original Mass Effect. While it appeared in a short mission in
Mass Effect 2, we didn't exploit its full potential until Mass Effect 3. We added dual cannons underneath its head and a large porthole on its stomach. It
could now spawn enemies during combat, making it the Reaper equivalent of a troop dropship.




To kill or spare the rachni queen was one of the player’s bigaest decisions in the first Mass Effect, and we knew early on we wanted to bring the species
back. Early versions had a human corpse turned into a gun mounted on the creature. When this was deemed too disqusting, we added large sacs that
could be punctured, releasing miniature rachni. We're not sure if this is actually more palatable, but it made for more interesting gameplay.

This creature (called the pariah or the adjutant at various points) was never fully developed
before being cut. Planned gameplay, at one point, was to have it teleport around the battlefield
This proved too much even for the relatively generous physics of the Mass Effect universe.




For the third game, we decided to make
a smaller version of a Reaper that could
land on planets and actually do battle with
Shepard. It may not look it, but this destroyer
is only about 160 meters high in the game,
compared to two kilometers for Sovereign.

The original shape for Sovereign was
based on a leaf insect nymph, which give
these Reapers their distinctive silhouette.




Here we have multiple views of a 3-D model of the Reaper destroyer. The middle-rightimage shows the faceplate opening up to reveal its main gun. Mechanics like these
maintain the synthetic but still organic feel of the Reapers; we wanted to imply that they are thinking creatures that adopt patterns of living things in their construction.
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( CERBERUS HEADOQOUARTERS )




1|1|1|I|=.|'

S ¢ aarn
P

-||ll|

i .
o, sl

il

|I||I|

'J.

r
Il
([

l

II||

[




( THE NORMANDY SR-2 )

The Normandy SR-2 did not undergo many changes from Mass Effect 2 Most
notably, its colors were repainted in Alliance blue to reflect the Systems
Alliance's possession of the ship following the events of Mass Effect 25
downloadable content Arnival.

On the opposite page, the top two images were ideas for changes to the
interior of the Normandy. We want

ted to convey the feeling that it had been
captured and studied by the Alliance. The red and blue color changes were
to show that the ship was almost always on high alert, appropriate for the
wartime setting. The bottom image was an early production painting of a
saboteur or assassin breaking into Shepard’s room.
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The human ships in the original Mass Effect had red and white
detailing. As production progressed on Mass Effect 3, we decided
that Alliance colors should instead be blue and white. These ships
were to be featured heavily in the final battle scenes.




The top images ar sets for Alliance fighter ships from the first Mass Effect that were never used. We revisited them and
improved their fidelity and detailing for Mass Effect 3 The early red and white paint job was changed to reflect the blue
and white Alliance colors. Below are various interiors for Alliance ters and the Alliance shuttle.

SHUTTLE COCKPIT

lown to the
f various planets. For the exterior, we blacked out the windows to y and added guns to give i ( zady appearance




WEAPONRY

Each weapon variety maintains the iconic style of each group. For
example, the N7-specific weapons share the same color scheme
as Shepard’s armor, while turian rifles share some of the angular
features of thewr ships and architecture,

Pictured below are two vanations of the submachine gun, a popular
weapaon. The color schemes indicate one was developed for the N7
soldiers and the other for Cerberus,

Assault Rifles
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We added a customization system for weapons in Mass Effect 3. To show the
five different levels of modifications for each weapon, concepts like the one
above were created. The weapons' modifications could include scope, barrel,
and muzzle attachments to visually show the effects of upgrades.

Sniper Rifles




hitecture of the species that d sft uses

anan, while the one on the nght 15 Cerberus, its design drawn from their color scheme and their armor’s bulk.

shotguns

Above are examples of heavy weapons. The bottom one 15 a

Reaper heavy weapon. lts design is inspired by a Reaper’s leg

created the omni-blade to make melee combat as exciting as gunplay. The blade is similar to the omni-tool fr

holographic. In Mass Effect 3, the omni-tool uses an ultrafast fabricator to manufacture a disposable blade almost instanthy

arm the préevious games, out it 15 not entirely




( THE CRUCIBLE )
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Two early concepts for the exterior of the Crucible.
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It was such a complicated piece
of machinery that we had to draw
up numerous plans for its use. The
large arms slide down the structure
to clamp itin place.
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THE VMIASS EFFECT CAVIES

are an epic of groundbreaking immersion, introducing the richest science
fiction universe of our generation. Now BioWare and Dark Horse are proud

to invite fans deeper than ever into the Mass Effect sagal

Featuring never-before-seen concept art and commentary by BioWare on
the games’ characters, locations, vehicles, weapons, and more—including
Mass Effect 3—The Art of the Mass Effect Universe is the most complete
companion available to gaming's most compelling series!
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PRAISE FOR THE MASS EFFECT SERIES: :&

“A revelation in its embrace of more powerful technology not only in the service of

bigger and badder explosions but also in the service of portraying some of the most

natural, realistic characters and stories yet seen in interactive entertainment.”
—The New York Times

“Part of what makes the characters and story telling in Mass Effect 50 powerful is the
excellent visual direction. Take a look at any screenshot or trailer and you can see the
|evel of quality and detail put into the world. The character and alien design is fantastic
and original, yet familiar to anyone who loves classic sci-fi cinema.”

“Gorgeous. Every levelin the story missions has an environment so distinet and with its own
character. Even the small, side mission planets have a bit of clevernass to their design.”
—Gdy

“The development team behind Mass Effect has imagination to spare. Not only did they
do an amazing job of crafting an incredible gaming experience but they also created a
vibrant and visually pleasing galaxy for you to explore. One of the greatest joys that gamers
will derive from the name is visiting the strange and alien worlds that the developers have
come up with as well as interacting with the amazingly realistic aliens and charactars.”
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