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THIS BOOK 15 MORE THAN JUST A COLLECTION OF ART:
IT"5 THE HEART AND 50UL OF OVERWATCH.

Concept art has driven the game's creation since the

very beginning. Early in the development of Overwailch,

| remember sitting across from the concept art team led

by Arnold Tsang, our assistant art director. He was working
on an image to give the team a spark of inspiration and set
the game's visual style. It was a group shot of the characters
that would form the core of our game:; it demonstrated what
Cverwalch heroes could be. We all watched as the early
sketches of these heroes took shape. From rough sketches
to the final composition, members of the art team were
eager to share their ideas and collaborate with the artists
who would hover around their desks. Everyone's feedback
was embraced, and the team's excitement and creativity
flowed into the art, A cyborg, a mutant, a crossbow-wielding

assassin, and an early version of Reinhardt were coming to
life before our eyes.

vwhen the image was done, It quickly spread throughout our
offices and onto our desktop wallpapers. (It even jammed
up the printer in the hallway!) The team’s excitement grew
with every new iteration. We had a sense of belonging. This
image became a beacon to guide us through the unknown
territory of early game development. And most importantly,
it made us care about the heroes.

They weren't just ideas anymore. They were a part of us.
Our team. Our family.

Mow we had to find a home for these heroes. We needed 1o
oulld a new world,

ARMUALT TRANG



Our next key image depicted what the world of Overwalch
would look like from the plaver's perspective. This painting,
by Ben Zhang, showed early versions of characters like
zenji and Winston, as well as a strange, spiderlike mutant,
fighting in an ancient temple in the desert, with a futuristic
megacity looming over the horizon.

When completed, these two pieces of concept art were
instrumental in setting the style and tone of Overwalch. If not
for them, we wouldn't be where we are today. They inspired
us with a creative vision to develop not only the heroes but
the entire world around them. They served as the corner-
stone to everything that was yet to come, from maps and
abilities to new heroes and skins.

This book is a celebration of those early paintings and the
wealth of concept art that came after. These images are

more than the work, of individual artists. They represent
the creativity of the entire Overwalch team—the passion,
optimism, and diversity of ideas that people from different
disciplines and walks of life have poured into the game.

And now we are sharing this art with you. We hope vou find
it just as inspiring as we do, and we're excited to have you

join us as we continue this artistic journey . . .

. and dare to see the world of Overwalch for what it
could be.

BILL PETRAS

senior Art Director of Overwaich

FOREWORD THE ART OF OVERWATCH w EEF



MAKING A FUTURE WORTH FIGATING FOR

OVERWATCH VISUAL TARGET COMNGEPT

On November 7 2014, Blizzard Entertainment
turmed a new page in ks history,

Cver twenty thousand people from around the world had
gathered at the Anaheim Convention Center in California
tor the eighth BlizzGon. Many of the attendees arrnved
early and flooded into the main hall to claim a seat for the
opening ceremony. They expected to hear news about
Blizzard's current lineup of games, but they were in for

a surprise,

Before the packed main hall, Chris Metzen, Blizzard's
senior vice president of Story and Franchise Development
and one of the company s veteran creative forces, 100k
the stage. For two decades, he'd shaped the universes
and characters of Warcraft, StarCraft, and Diablo. More
recently, he and a team of developers had been busy with
something else. Now it was time for BlizzCon's attendees—

and the world—to discover what that was,

Metzen unveiled a never-before-seen trailer. It wasn't set
in the world of Warcraft, StarCraft. or Diablo, It was new
It was different.

It was Overwalch

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

Over the next yvear and a half, the game went through
various stages of beta testing and refinement. Then on
May 24, 2016, Overwalch was released. It quickly became
an international bestseller, garnering critical acclaim and
winning numerous Game of the Year awards.

But the road to success was long, and it began in the
wake of rallure

Years before Overwalch's announcement, Blizzard

had been developing a different title—a massively
multiplayer online role-playing game (MMORPG) code-
named Titan. Many talented artists, game designers,
producers, and engineers worked on the project. They
were eager to create something that would match the
success of Blizzard's existing MMORKPG juggernaut,
Warld of Warcraft.

BEM THAMG



Despite the team’'s passion and experience, Titan never
guite found its footing. Blizzard ultimately canceled the
project.

The developers were humbled, but they weren't ready to
give up. Not yvet. They were hunary to prove themselves, to
craft a new idea that would succeed where Titan had failed.

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

A guiding principle that emerged was that the game would
focus on heroes. They would be more than just classes like
those seen in many traditional first-person shooters. The
characters would have their own identities and backstories.
'hey would be the heart and soul of the game that would
become known as Overwalch.

EARLY HERC: LINELFP

Concept artists immediately began fleshing out this As the art style of the game took shape, the developers
nascent idea. The first illustrations of Overwatch's hero faced another challenge. Overwaitch was visually unique,
lineup helped establish a tone and personality for the and it was very different from Blizzard's other universes.
game. They gave the rest of the developers a clear vision How could the developers keep Qverwalch fresh and new
of what they were working toward. They gave them while also making it feel like a part of the Blizzard family?
something tangible to rally around. How could they embrace the company s art legacy while

also pushing it torward?
Artists also explored in-game concept illustrations.

The first ones featured early versions of characters like All of Blizzard's existing game universes had distinct

Torbjérn, Hoadhog, Reinhardt, Winston, Tracer, and Geniji. themes and visual styles. StarCraft was a stark and

The characters were bright and intriguing. The world they gritty sci-fi that centered around conflict between three

inhabited was vibrant and alluring. powerful factions: terrans, protoss, and zerg. Warcraft
was a high fantasy world of elves, dwarves, demons, and

These concepts were the sparks of inspiration that fueled other creatures. Diablo was a dark gothic fantasy where

the team going forward. humanity was trapped amid an unending struggle

between angels and demons.

FCH MERIR C, Wi, BuDOLE AND BOTTOM: ARNOLD TEAMG
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Overwalch's developers closely examined these worlds to
learn not what made them different but what made them
alike. Warcraft, StarCraft, and Diablo shared Blizzard's
core design pillars, such as exaggerated proportions for
characters and immersive worlds filled with deep stories.

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

future, one that players would want to live in and fight for.
MOCIEUE OF ART CF RUEZART COVER WITH TOREIS6N == The third was making locations, character proportions,
animations, and poses dynamic. The fourth was giving the
game a handcrafted feel, ensuring that every texture and
piece of arl felt stylized and lovingly crafted.

FIMAL HER{D LINELIP

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

These new heroes fit into two categories. Some were
classic archetypes that would be familiar to players of
other Blizzard games, such as the armor-clad knigh
Reinhardt and the dwarflike engineer Torbjbrn.
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"RECALL® ANIMATED SHORT

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

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

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

To keep the focus on Overwatch's heroes, the designers
tied these locations to characters. The maps became more

MATHLAS VIRHALTILE

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

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

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

to expand.

And expand they would

The future was bright, and the story of Overwatch
had just begun

MAKING A FUTURE WORTH FIGHTING FOR THE ART OF OVERWATCH @ H.”






HEROES

In Overwatch, heroes are everything. They are the game’s identity, the
expressions of its core themes and values. Every character has a unique
backstory, visual style, and personality. The fact that no two of them look
or act the same is the very essence of Overwalch's design philosophy.

The game team used Overwalch's four main art principles as a road map to
ensure that every hero was diverse, symbolized a bright, hopeful future, was
visually dynamic in proportions and movements, and felt handcrafted. These
guidelines established cohesion among the soldiers, scientists, adventurers,
and oddities who live in the Overwatch world. They also laid a foundation for
many more heroes to come.

e HEROES - THE ART OF OVERWATCH w 013



HEROQES

ANA

Concept art and a detailed backstory existed for Ana
before the game team made her into a playable hero.
she first appeared in Soldier: 76's origin short as a
gitted sniper and an original member of Qverwatch
However, the team found it difficult to add her to the
game; Widowmaker already filled the sniper role.

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

role in defining the world of Overwaltch and
its overarching story.






* CHARACTER SILHOUETTES—A character's silhouette is vital 1o gameplay. When
designing Ana, the developers used her cape (o create a tnangular shape, wihich

set her apart from other characters and made her very identiiatle in battle

For Cherwalch s animators, the cape alsg became an important tool Tor
making Ana's movements unique. They viewed her clothing almost

a8 anolhar character, and thay aven bull new lechnology
o give them the freedom to make the cape as

fluid and malleabhle as possible

FIRET AFPFEARANCE
OF ANA AMAR|

MOVEMENT

STUDIES

LEFT- BEM THAPG, FEGHE; ARNCLD TSAMG
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BIOTIC
GREMADE

A WITH YOUNG FAREEHA

TP DAWID K ARG DOT T JOHN POLIDORA AND ARNOLD ThAMNG
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HEROES

BASTION

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

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




COMNFIGURATION: TANK

ALL IMALGES: ARNCLD ThAPG

=
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= ABILITY IDEATION-Bastion's ultimale
ability went through many stages. One early
idea (opposile page, top) was & mine, Once
triggerad, it would pop into e ar and

urileash a hail ol bullets in all directions

SENTRY CONFIGURATION
AMML FEEDER

AL IMALGE S ARMNCRL FRAMNG



EMERGY BARRIER

TP ARMCRD FRANG, GOTTOM: BIN THANG

L
HEROES - THE ART OF OVERWATCH w 021






"W\

» EARLY IDEATION-The game team felt that early
concepts of Bastion were too impersonal, When a bird
Was added 10 subsequent Hustrations, it immediateny

brought oul a wimsical side 1o the characler

ALL IMAGES: ARMOLD TIAMG

HEROES - THE ART OF OVERWATCH w 023



HEROES

0.vA

D.Va is a highly competitive former professional gamer who
became a8 mech pilot to protect her homeland, South Korea,
from outside threats.

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

her fierce determination and
yvouthful exuberance.
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DEFENSE MATRIX VISUAL EFFECTS CONCEPT

» DECAL DESIGNS=0nce the Overwalch team
fleshed out D.Va's backstory as g professional
gamer, concept illustrations began reflecting that
in the lorm of sponsorship decals

CAAMPION
e-sports

GUHGRPIT
INTERIOR

JISARD

ENTERTAINMENRNT

TP BEE IHAMG, MIDDLE TOM ARNOLD TRarG, MIDLE BOTTOL: BiM 2HARMG, BOTTOM: ARNCLD TRAMG AND DAVID KAMG
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HEADPHONE GONGEPTS

ALL IMALGES: ARNCLD ThAPG
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+ EARLY CONCEPTS—5ome of the concepts for D.Va leatured
a pliot who was much younger than tha hnal version (oppogite Pl %
page, bottom). The game team wanted the character to be oider
and more intimidating, so they incréeased her age and adjusted
the mech to feel more threatening

These illustrations also featurad a cat logo on her suft and
mech. The design was later changed to a bunny, which

seemed like a belter fit for D.Va's ability to fiy—or "hop™—
shorl distances.

A=y
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HEROQOES

HANZO

The bow-wielding assassin Hanzo and the
cybernetic ninja Genji have very different
personalities and abilities, but there was a
time when they were the same character.

Originally, the Overwalch team envisioned a
hero who combined many ninja themes and
weapon types. Too many, in fact. Instead of
abandoning some of the ideas that they
liked, the team split the hero into two

. . — L
unique individuals. of - J;'J.



HEROES
After dividing Hanzo and Genji into two

characters. the Overwalch team faced a new
challenge: how to make each feal unique.

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

ALL IMALGES: ARNCLD ThAPG

A=y
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* FAMILY CREST COMCEPTS—Separaling Hanzo and Genjl into different

characters openad the door lor new stonyieliing possibilthes. The heroes

pecame brolhers, the scions of a powerful Japanese ninja clan, The
Overwatch team experimented with various SYymMols 1o repréesent Hanzo - and
Geni's family crest {below), inspired by real Japanase clan amblems. 1he
double dragon imagery felt ike the best thematic hit, glven the brothers

neritage ang the fact that ||'I'_-'|-' both had gragon-related atihities

&
S

ALL IMAGES: ARMOLD TIAMG
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EARLY CONCGEFTS

DARAGONSTRIEE

DEMON HANZD
TATTOO

DRAGONSTRIKE IDEATICH

LOCMAER LEFT BEN THANG, BENVAINDER OF IMAGES: ARNOLED TLANG



ASSASSIN CONCEPTS

5,
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HEROES

JUNKRAT

Junkrat 1s an explosives-loving madman who
once lived in the irradiated wastelands of the

- Australian Qutback.

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

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




= ULTIMATE ABILITY CONCEPTS—Junkral’s
ultimate ability started out as a giant missile
as seen In the early concepts on the next
page. The developers fell that this ability
was visually confusimng dunng gameplay,
and thay opted for the explosives-laden
RIP-Thre instead

ALL IMALGES: ARNCLD ThAPG

A=y
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1L IMAGES: ARMNOID TEAMG



* CHARACTER CONCEPTS—Junkratl wenl through various stages
of concepting for his visual lcok and backstory. One ol the firs
varsions that the developers liked featured the herg in a bulky
bomb squad suit and a helmet (next spread). But because they
wanled to see the characters faces, the game team made a new

Junkrat that showed off his maniacal personality

[he developers then asked themsehies, where does Junkral
come from? Maore ilustrations were made, depicting the hero

as a member of the Los Muertos gang in Mexico (opposite page,
second column, hirst row) and other vanations. In the end, tha
developers decided he would be gone of the Junkers, a faction

ol dangerous scavengers who live in the saustratian Duthack

.

-

TOH BON THAMNG, [EOTTOM ARMOLD TEANG

HEROES - THE ART OF OVERWATCH w 039



= CHARACTER COMCEPTS—The earliast concepts

of Junkral {opposite page, bottom) included a robot,
a cyborg, and even one rendition thal portrayed
thie hero as more alien than human. Of these

the Overwalch developers gravilated toward the
concepl showing um in a bamb squad suil (lalt).

AL IMALGE S ARMNCRL FRAMNG



DETOMNATOR

TOPFLEFT: ARMCRD FLANG, TOF MIDDLE AND TOP ARG’ DMVID KANG, [OT TOM: ARPOLD TLANG
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HEROES

[UCI0

Lucio is a celebrated artist from the
favelas of Rio de Janeiro, Brazil, who

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

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

One of the later concepts of Lucio (opposite
page, far right) captured much of what the
developers were looking for. There was only
one issue: the hero felt a little too much like
a regular civilian. In the final version, tech
and armor were added to the character —r
20 that he felt more heroic and distinct. 3 '!:'I'

ARMUALT TRANG
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* CHARACTER CONCEPTS—AnN early concept of Lucio
featured lurntables on his hips and equalizer pants that

wauld lkght up as he played music. The developers toned
down parts of his outfit in later versions because they lelt
the wvisuals would De oo distraching dunng gameplay.

LUGIO BRINGING HOCKEY TO THE NEIGHBORHOOD KIDS

AL IMAGES: ARMCLD TIANG



LUCHD PRESS KEIT KEY ART

CROSSFADE VISUAL EFFECT CONCGEPT

HEAL 5006

TRANSITION

SPEED 500G

GROSSFADE USER INTERFAGE CORCEFT

TO#. BEM ZHAMG, MIDOULE . ARMOLD TSAMG, BOTTOM: RAMDAL DUMORET
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* CHARACTER DEVELOPMENT—As the designers were Hleshing out Licio's backstory, they decided he
would be from Brazil. The country ﬁl%l with the hero: it was a vivid and lively place with a proud music

culture, The developers incorporated aspects of Brazil into Licio’s final concept design. His color theme
was Inspired by the Brazilian flag. and they based his frog symbol on the giant monkey frog, a bright
green amphibian from the Amazon basin that's used in traditicnal healing ceremonies.

BEM IHAMNG






HEROES

McCREE

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

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




» CHARACTER COMNCEPTS—Early in
Mclree's development, the team debated
which hand should wield his gun. They
dacided that 1t made the mos! sensea il his
flesh-and-blood arm held the revolver and
his cybernetic hand fanned the weapon's

hanunwruuhullﬁﬂuunng

PEACEREEPER
REVOLVER IDEATION

1O ARMOLD FLANG, BOTTOM LEFT: DAMID KANG, DOTTOM AGHT: SN IHANG

HEROES - THE ART OF OVERWATCH w 049






= EARLY IDEATION—-The original artwork of McCree [opposite page) was based on an

old SfarCralfl dlustration by Ghris Melzen (Dalow), The game team was 50 axciled aboul

this first McCree concept that a 3-D model of the character was created [(bottom)

The developers made only minor changes between the hero's orignal concept and

his fingl in-game version. Most of the adjusiments involved McCree's outiil, such as

replacing his coat with a serape and adding flashbang grenades to his bell

1O LEFT: Ot MITEEM, TOP AIGHT. ARNCOLD TRAMG. ROTTOL: REMALD GALAND

oy
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HEROES

ME

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




TOPF AHGHT, BIM IHARNG, AEMAINGET OF IMAGES ARMOLD TRANG

5y
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* SNOWBALL CONCEPTS=The Cwverwalch team crealed Snowball as a
way for Mel to use her ultimate ability, Blizzard, and as a fun sidekick
that the hero could interact with, The only concern was that the drone
might draw oo much attention away from Mei hersell. To avoid this, the
designers exparimented with diferent concepls until they found the
right feel for Snowball-something endearing but nol overly expressive

VISUAL EFFECTS CONCEPTS



= ABILITY IDEATION—The
developers initially wanted Mel to
generate a transparant wall of e
but technical limitaticns forced them
o make it opaque. The challenge
Ihan becama hnding he fght visual
glements to make the barrier feel
icy, After many rounds of iteration,
the game team accomplshad this
through lighling technigques, using
different levels of shininess, and
gvan adamg bubbles nside the

wall [opposile page, bottom right)

BLIZZARD VISUAL EFFECTS CONCEPTS

ALL IMALGES: BIN THANG

oy
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* CHARACTER CONCEPTS—After the first concept (opposite page), new versions of
War were creatad thal porirayed the character more as an adorable scianhst than as

a seasoned adveniurer

I he developers iked these concepts (above), but Mei's outhil and weapon came across as
too refined. Her two-handed weapon also made her sithouette very similar to Zarya’s, For the

mext version of Mei, the designers adjusted her tech so it had a handcrafted feel, as if she had
cobbled it logether hersell. They also transformed her weapan inld a one-handed gun. This

made her sithouette unigque, and it gave Mei a free hand o use for abilities and poses

DOTTOM LEFT: BIN IHANG, HEMAMOEA OF IMALES, ARNCLD TLAMG



* CHARACTER CONCEPTS—The earlies]
concept of Mei excited the designers, but
they ultimately felt that the hero was too
mtimidabing. The game already had many
serious characters, and the Cverwaich

feam wanied someonse with a lighter tomne

JUA TR THANRAT
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HEROES

MERCY

One of the first support characters the
Overwalch team designed was Mercy, a
gifted scientist and a champion of peace

Early versions of Mercy were very different
from her final concept. She was originally
male (opposite page, top). The designers
later re-imagined her as a woman

After finding a character design they liked,
the developers wrestled with what color theme
to give Mercy. They started with green, asso-
ciating it with medical smocks and uniforms
(opposite page, botlom).

The team later pursued more fantasy influences,
such as the Holy Light from Warcraft, Mercy's
wings, outfit, and abilities were changed in color
from green to gold and yellow.
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*WEAPONMN COMCEPTS—The Overwalch developers believed g slafl would
fit well with Mercy's angelic Iconography, but they also wanted to arm the
haro with a pistol. At first, they tried 1o combine these tems. Concepls
weare explored for-a stall that could transtorm into a amall gun, but they

geaemed too bulky and umaieldy for Mercy

ALL IEAGES BEMN ZriaMG



= EARLY IDEATION-Mercy falls into the classic
Blizzard category of Overwailch herces. The team
was insplired by the fantasy imagery of angelic
healers, and it set out to create a8 sci-fl version of
that archetype.

ALL IMALGES: ARNCLD ThAPG
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HEROES

URISH

Orisa was Overwalch's first quadruped hero, a design choice
that made her different from existing omnics like Zenyatta and
Bastion. She was also the first hero from Numbani. The futuristic
African city was unlike any other location in the game, and the
designers infused its distinct visual motifs and architecture

into Orisa.

After finalizing Orisa's design, the developers moved
on to her backstory. They imagined the hero as

a recently created artificial intelligence, the
robot equivalent of a newborn baby who
was still getting used to her abilities and
learning her place in the world. Her maker
was Efl Oladele (below), a child genius
from Numbani who had crafted Orisa to
safeguard the city. Though this young girl
wasn't a playable character, her presence
helped the team expand the story outside
of the game.

LEFT AENOLD TEANG, HIGHT: BN ZHANG
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= EARLY IDEATIOMN—-The developers wanted Orisa lo feel retated to
omnics like Bastion, and many of her early designs (bélow) included
blocky shapes and sharp angles, However, this made the herg look
too similar to other robots. In later concepls, Oriza's body became
mare elegant and streamiined to emphasize that she was
from a newer generation of omnics. This art decision also
allowed tor a more accurate depiction of Numbani's
lechnological proweass

Even after the developers decided on Orisa’s overall
appearance, they made many adjustments. At ane time,
the hero locked like a beelle (previous spread, righl
page, top). However, this didn't it the fantasy of a mighty
profector (hat the team wanted 1o capture. For her final dasign
the developers siraightened her torso and adjusted her legs so
she d resamble something morne akin o a centaur

ARKCHLD TRANG, BEN ITHAMNG, JOHN FOUDORA, ANLI DAVID K ARG



PROTECTIVE BARRIER SUFERCHARGER

DRIVER MUZZLE FLASH AND IMPACT HALT!

o

FUSION DRIVER

FUSION DRIVER TRACER EFFECT FUSICM DRINVER: HALT?

ALL IMALGES: BIN IHAMNG
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PHARAH

Pharah was one of the original four heroes
made for Overwailch. Her development began
with a gameplay concept: a character with
a jetpack and a rocket launcher. From there,

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

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



= ABILITY COMCEPTS—For one iteration of Pharah's
ultimate alviity, Barrage, the team concepled a giant
gagle head that would appear behind the hero (bottom)
However, the design fell too magical In nature, which
didn’l it the character's lone or the level of technology

che uges

Ihe developears later simplilied the efects for the hinal
version of the hero's ultimate ability, but the ideation

process was important for Overwalch as a whola.

BARRAGE VISUAL EFFECT CONCEPT

BOTTOM: BEN THAMG, REMAIRDER OF RAAGES: ARMNOLD TSAMG
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EARLY IDEATION
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* CHARACTER COMCEPTS—The firs
concept of Pharah (left) was well
received by the game team. Evan al this
giage, the designera had delined tha
core elements of her character, such
as her playstyle and gyphan hertagae
Howevear, Chvarwalch was still in early
development, and the team wanted

1o explora just how far thay could

push the :1(.*:1'.1_:.:r15 ol g Characters,

TOF. AFSTIM THAVIRAT, REWVAINTER OF IMAGES: ARMNOLD TSAMG



» CHARACTER CONCEPTS—New Pharah concepls were made
thal covered a broad spectrum of differemt stvies (below). One
st of ilustralions leatured the hero m heavy armor. Another
went in the opposite direction, depicting the character as
somathing more like a fighter pilol. Neither varsion capturad
axactly what the designars wanléd, The heavy armor came
acrogs as oo tank-like, while the fighter pliot concepls lacked
the fantasy the team was trying to capture in Overwalch,

After many rounds of visual design, the developers
lound a concept that felt right {opposite page,
bottom ) and siowly transformed it into the
final version of the hero

o
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REAPER

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

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

and clothing to his wraith-like abilities.

ARMCRD FiANG






ABILITY COMNCEPTS—Belore the developers crealed Reaper's Shadow

=léep ability, they expanmented with olher skills for sneaking up on

gnemies, One of thesa early ideas was a smoke bomb that the hergo could
i

. ot 1F o o - ' TR TS O " o . T, = 2 i | 7
use 1o aistract and disorientate opponents {(opposile page iacie). Tne

abilily s conceapt art drew on tha color schames and des gn amants ol

Reaper s outht, weapons, and other skills

DEATH BLOSSOM

WRAITH FOFM

ALL IM&GES. BEM THANG
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= ABILITY COMNCEPTS =The game team toved with Reaper having a grenade
launcher, but thay laler abandoned the idea, However, hints of that early concept
work stuck around. In his final iteration, Heaper wears bandoliers of grenade
shells, and the Overwalch announcement Irailer leatures the hero using the
weapons o attack Winston and Tracer.

[here was also a time when Reaper wielded two submachine guns (below), but
the game team wanted him to use weapons that would feel heavier and more

threatening. Shotguns were the perfect replacement.

AL IMAGES: ARMOLD TSAMG
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HEROQES

REINHARDT

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

As the developers experimented with different
visual themes for Reinhardt, they looked to other
Blizzard games for guidance. They found
inspiration in archetypes like Warcraft's
armor-clad paladins and StarCraft's marines.
These influences led the team to mold

Reinhardt into a heroic and coura- .

geous knight adorned in futuristic ‘
armar, This fusion of different
concepts made the hero both
familiar and new.




BARRIER
FIELD

BOTTOM. BEM ZTHANG, HEMAINDER OF REAGES ARNOLD TRANG
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EARLY IDEATICHN



|

* CHARACTER DESIGNS—In one ol
Heinhardt's early versions, the game
team pursued an Africa-themed hero
The design was called Wildebeest, and

NaNA N

it mcorporated vanous tribal motils

EARLY IDEATION

ALL IMAGES: ARMOLD TEARKS
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HEROES

HOAOHOG

Art for the ruthless Junker named Roadhog was created very
early in development. However, the hero's appearance wasn't
finalized until the emergence of another character: Junkrat.

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




» WEAPON CONCEPTS—The Overwalch team
expaerimented with giving Roadhog two weapons
one would be his regular Scrap Gun, and the
ather would bé used only wilh his ullimate
ability, Whole Hog. The deaigners later simplified
the idea, Instead of pulling out a new weapon

for his ullimate, Hoadhog would add a special
aftachment (o the top of hig Scrap Gun.

ALL IMAGES: BN THANG
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* CHARACTER CONCEPTS—These character
concepts tealured grean skin, a mutation
caused by the radiation that blanketed

Roadhog's home, the Australian Outback
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HEROE

DIER 76

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

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

Chris Metzen, Blizzard's senior vice
president of Story and Franchise
Development and one of Overwalch's
visionaries, had a solution. He'd
previously developed a character
named Soldier: 76 who seeamed
like the perfect fit for the team’s
gameplay and story needs. [he
designers embraced this hero
and developed him into an
integral part of Overwalch

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



HEAVY PULSE
RIFLE IDEATION

TOF. aVID KANG, REMAIRDER OF BAAGES: ARMOLD FSANG
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» CHARACTER COMCEPTS—Years belore Overwalch's development began, Chris Metzen
created story and art for Soldier; /6. The game s designears used these concepts to push the

hero torward, One of the biggest changes they made was outfitting the character with weapons

gavices, and armor that tell more appropriate lor the level of Rechnology Seen 1IN LVE 1fen
The next wave Qf CoNCepts (QRROSsHe pager SNOoWweQ Ms Tace rf'lii. approach was later changen
o fil the character's personality. Because Soldier: ¥6 was a mysterious vigilante, it was import

ant that he hid his identity. The team added a mask 0 his design, which became an iconic part

of Soldier: 76's outht and a key component of his ultimate ability, Tactical Visor

ALL IMAGES: OHRIS METIEM
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HEROES

SUMBRA

sombra went through a drastic evolution from first
concept to in-game hero. She was originally called
Omniblade (opposite page, botiom left), a Japanese
woman with a love of street fashion and throwing
daggers. Each of her blades produced a different i
effect, such as revealing the location of enemies on \“
other parts of the map

ﬁ
As Overwalch's development moved forward, the game l{’/ {

team transferred some of these abilities to the heroes _,J' ./

Hanzo and Genji. Omniblade was set aside, but she
wasn't forgotten.

The developers revisited her concept art and molded
the character into something different: a stealthy and
notorious Mexican hacker named Sombra. Instead

of wielding daggers, she would manipulate
objects and even other characters
through her high-tech abilities.




MOYEMENT
STUDIES

EARLY
IDEATIGON

EBOTTOM: AENOLD TSAMG, RELAINTER OF IMAGES: BEM ITHAMNG
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* CHARACTER COMCEPTS—Sombra's Mexican onigin
Argse n ner second concepl {prévious page, botlom,
middle}, which was inspired by traditicnal Aztec designs
The illustration excited the game team, but the hero still

felt too much like the original arn

For the third concept, Sombra's look underwent a major
shift {previous page, bottom, nght). Energy tendnls were

added to her hands (o indicate her new hacking abilities,

and her enlire wardrobe was changed to something

pelithing a stealthy character

The only issue was that her clothing resembied Ana’s
=ombra's hood was then removed and her coat was

shorfenad 1o Nelp her stand out 85 & unique Nerog

TRANSLOCATOR

KEYFAL

EXPRESSIDON
STUDMES

ALL IM&GES. BEM THANG
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HEROES

SYMMETRA

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

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

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




» WEAPON DESIGNS—Early in Symmetra’'s
development, the designers axparnmmeaniad with

how she would reload her Photon Projector. Artists ‘ )
created concepls for spherical containers that the ; |
hero could remove and insert into her weapon. The
shape of these objects was based on the circular
designs of Symmetra’s Sentry Turrets so there would
D cohasion Detweaan her equipment and abtilitkes
Uitimately, the game team went away from this
reloading mechanic, but the containers remained a
visual element on the side of the haro's weapon

TELEPLORTER
DEPLOYMENT

TOF. BOMAMN KEMMET, BHOTTOM: Bl IHANG
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= CHARACTER CONCEPTS—0One of the key diferences betweean

S',,':'l:lr'll'_'lr.f_?'&: eany concepls (1 |f':|i"|'.:| and er tinal art imvalved et

visor. The game team originally plannad tor the hero (o wear a
full helmet through which she would sea the world in avgmented

reality. The design changed to a translucent visor so that the

<
4

herdo's lace would alwayvs be vigible




TOF. BEM IHAMG, REMANIER OF IMAGES . ARNOLD FSAMNG



HEROES

TORBIJORN

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




ALL IMAGES: ARMOLD TEARKS

HEROES - THE ART OF OVERWATCH w 099



CHARACTER COMCEPTS—TorbjGrn's
ultimate ability, Molten Core, makes him
capable of faster atlacks and greater
engineering feats. The game team wanted
this transformation to feel as extreme as
possible, not only for gameplay reasons
bul also to play up the fantasy that the
tech-savwy haro was a living forge.

TOF LEFT: BEN THANG, RELLINDER OF IMAGES: ARMOLD TEANG



EARLY ABILITY IDEATION
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= ABILITY CONCEPTS—-0One of Torbjdrn's early abilities was a trap
(opposite page, bottom right) that could fire a chain that hooked onto
gnemy players and kKept tham within a certain radius of the device
Using it was the type of skill that people either loved or hated., In the
end, the team scrapped the ability and replaced it with Armor Pack.




EARLY RIVET
GLIN GUNGEFTS

s

LOWER LEFT. ARMOLD FSAMNG, AEMAINDER OF WAGES. BEM ITHARM
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* CHARACTER CONCEPTS—AnN early version of
Torbjorn (right) featured blue energy lines on his
armor and a slimmer bady. In their quest to honor
Blizzard's art legacy, the game’s designers made
some key adjustments. They created more
extreme proportions, using a shorter and
stockier body for the hero. They also did
away with the blue energy lines on
his armor, opting for a fiery crange
glow that embraced the classic
archetype of a dwarf blacksmith.

EEHAUD QALAMD AND ARMOCLD TSAMNG



HEROES

IRACER

The time-bending hero Tracer
was the first character created for
Overwatch. Designing her presented
a host of challenges. Some were
technical. Others were artistic. As
work progressed, the game team
refined Tracer into an inspirational
hero, someone who embodied the
hope and optimism of the futuristic
world in Overwaich,

ALL IMAGES: AFNOLD THANG
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TRACER HEAD CONCGEPTS

= ABILITY COMNCEPTS-Tracer's original ultimata ability was called Time Bomb, which froze
players in a temporal prisaon. Thematically, it was a great It for the hero, but the Cverwaich team
wasn't happy with how the skill functioned in game. The designers adjusted Tracer's ultimate,
morphing it into a damage-based ability called Pulse Bomb (opposite page, middia).

PULSE FISTOLS RELGAD VISUAL EFFECT

T ARNMOHLD ThaMG, MIDDLE: ARFOID FSAMG AMD BN THARNG, BOT TOM BEN ITHANG



PULSE BOMB IDEATION

FLLSE BOMEB ViSUAL EFFECT CONCGEPT

RECALL VISUAL EFFECT CORCEPT

BLINK VISUAL EFFECT CORCERT

TOF. ARFMOLD TSAMG, HEMAIMDER OF IMAGES: BEM IHANG
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» CHARACTER AMD WEAPON COMNCEPTS
Weapons are an extension of a characier's
playstyle and personality. For Tracer, the game
paam designed small, rapid-tire pisiols (o match
her high speed and mansuverability




ALL IMAGES: ARMNCHD FAMG
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CHARACTER CONCEPTS-When the game team
fleshed out Tracer's backstory and made her a test pilot,
this informed much of her early concept development.
Elements like bomber jackels, scarves, and gogales
were incorporated into her design (opposite)

some of these additions also had gameplay functions.
For instance, the long scarl would be a way for players
to track whera [racer was going as she zipped arcund
with her Blink ability, The scarl was later removed, but
the idea of visually showing Tracer's movements survived
in the form of an energy ribbon.
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WIBOWMAKER

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

Drawing on inspiration from the iconic Warcraft
character Sylvanas Windrunner, the team created a
hero who occupied a darker end of the Overwailch
specirum. Her name was Widowmaker, a cold-blooded
assassin whose emotions have been suppressed.

ALL IMAGES . ARMNIHD TSAMG
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* CHARACTER CONCEPTS—For Widowmaker, the game team wanted the hero (o wear
optic technolagy of some Kind. Her aarly concept illustrations embraced this idea
depicting héer with multiple red “bug eyes.” The developers expenmented with how
prominent to make this feature Iopposite page) betore saltling on a design that was
noth subtle and nsect-ike (beldow). The red ayapleces raminded the designers of a

SE der, and subsequent concepis incorporated other visual elements (such as the

wWwiiod on the next spread) 1o emphasize the arachnida theme

r“ b
HAIR BAND '-l
i

QPTIC PLATE

TOF. ARMOLD TRANG, BOTTOM: ROMAN KENNEY
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= TATTOO DESIGMN—Widowmaker's
arm tattoo is based on the second half
of a French saying that translates as
“evening spider, hope.” The designers
allered this phrase to "evening spider
mightmare” 1o batter it the hard's

menadcing naturea

LEFT
GALUNTLET

GRAPPLING
HICHCHE

TOF. BEN THANG, WMIIDLE: ARNCOLE TRANG, BOTTOM: BOWAN KEMNMNEY

HEROES - THE ART OF OVERWATCH w 117



HEROQES

WINSTON

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

Creating Winston taught the team important lessons about their characters
and world. It proved to the designers that they could make unique, non-human
characters that would feel at home in Overwalch and represent its themes of
heroism and a bright future.

\

A\ \

Y

ALL IMAGES: ARMOLD TEAMG
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= YOUNG WINSTON CONCEPT—For 1the "Recall’
shart hilm, a child version af Winslon was craalted
by Blizzard's Story and Franchise Development

fo make young Winston familiar to the audience,
visual elements from the adull version ol the herg
were incorporated into the design. These included
tha metal plate on s lorehead, the colofng of his

clathaes, and the Hofmzon Lunar Golany 1060,

EEROHLD ThANG AND MATHIAS VERHASSELT



= ANIMATION-—Winston was a difficult hero to animate due (o his gorilla-like movements and
the glant weapon he carries. Modilving the character for his ulimate abllity, Primal Rage, also
required meliculdus design wark. Hather than swap his model when the skill was used, the

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

TOF. MATT TAYLOR, LOWER LEFT BEN THARMG, LUWER RIGHT. ARFMOLE TRAMNG
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HEROES

[ARYA

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

From a visual standpoint, the developers wanted to make a physically
strong female character, Zarya was inspired by weightlifters, and the
sport heavily factored into her backstory and design. The tattoo on

her shoulder—512—was included as a reference to her weightlifting
world record, measured in kilograms.




LOW EMERGY BEAM

HiIGH ENERGY BEAM

FARTICLE HARRAIER

PARTIGLE CANNGHN DECGALS

ALL IMAGES: ARMOHD THAMG
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EARLY ABILITY STUMMES



* CHARACTER DEVELOPMENT—-All of Zarya's abilities are
based around her gun, but the game team didn’t want the
waapon to cutshime her. To avaid this, they made the hero
part of the weapon

Contact pads an her gloves (below) connect her to the
gun and make her a conduit for its energies. Only Zarya's
physical strengih and meantal fortitude allow hér to contrgd the

weapon's extracrdi AEary QOWEeT

ALL IMAGES: ARMNOLD TRANG
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HEROQOES

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

made the hero too much like existing
characters.

In the next phase of concepts, Zenyatta
transformed from a martial artist to an
enlightened sage (opposite page, top).
He was also given the ability 1o levitate,
which set him apart from other heroes
EVEN MOore.



» CHARACTER COMCEPTS—In Zenyatta's hirst concepts, the
omnic had mulliple physical arms. The designers reduced
the number in the final version of the hero, but the extra
limbs still appear in holographic torm 1o s ullimate ability,
Transcendence (next spread, right page, bottom)

ALL IMAGES: ARMNOLD TRANG
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= ABILITY CONCEPTS=Zenyatta's orbs were initially physical
objects that the hero would shoot. This led to several technical
challenges. not the least of which was how to depict him
reloading. The designers changed the ability so that the orbs
would instead fire off spheres of energy. Concept art, like the
images below, was important in helping the designers visualize
how Zenyatla's altacks would work.,

ORE OF DESTRUCTION

TRANESCENDENCE




HEROES

Along with creating playable heroes, the
developers made omnics to populate the
game's training mode and events like
Overwatch Halloween Terror and Uprising.

The same art guidelines for crafting herces
were applied to these designs.

Uprising gave the game team an opportunity to
explore new types of omnics beyond Bastion
and Zenyatta. The developers crafted an army
of robots filled with different models that each
had its own appearance and function (opposite
page), This work also helped the team establish
a hierarchy of omnics to draw from in the future.




HULL SECTOR

HULLTRODPER

DETONATOR

DAVID ARG AN Gl FANG
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ENVIRONMENTS

When the designers started imagining Overwalch's future Earth, the possibilities
seemed endless. They Knew where the game was taking place, but not how they
would represent it,

For guidance, the developers turned to Blizzard's long history of worldbuilding.
They drew on the lessons learned from crafting the Warcraft, StarCraft, and
Diablo franchises, and they established four guiding principles to help them
forge Overwalch’s environments.

The first principle was giving every location a sense of place, making environ-
ments so vivid and appealing that players would want to visit them in real life.
The second was using dramatic lighting to enhance mood and atmosphere. The
third was infusing the world with storytelling elements that would complement the
characters and reinforce Overwaich's overarching narrative. The fourth principle

was creating memorable vistas that would give players the impression of a larger
world to explore beyond the boundaries of the in-game environments.

These guidelines helped lay the foundations of a new world, one that would be-
come just as diverse, memorable, and stylized as the heroes who called it home.
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Light was an important theme in the charming Mexican city
of Dorado. The developers staged the environment during
the unveiling of a new power plant. This futuristic building,
inspired by Aztec temples, was positioned atop a slope s0
that players could see it from nearly any point in the area.
Other stations were placed along the coastline, giving the
impreassion that they formed a vast power grid.

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

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

FCOPOINT: ANTARCTICA

Ecopoint: Antarctica was staged in an abandoned scientific
outpost blanketed in snow and ice. Making the environment
feel right was a challenge, but the developers had an
advantage. Ecopoint: Antarctica was smaller than
Overwalch's other maps, which meant the team could

focus more resources on effects. The developers stylized

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

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

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

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

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

EICHENWALDE

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

Eichenwalde was the site of a major battle between humans
and omnics, and the designers wanted it to feel as It it had
suddenly been abandoned. They accomplished this

by filling the environment with damaged buildings and
destroyed war machines. Props like furniture and paintings
were strategically placed throughout Eichenwalde to give
a sense of history and convey that people had once liveg
there (next spreaaq).
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ENMVIROMNMENTS

The Overwalch team sought to create a mix of old and new
for every map, a blend of the past and the future. Hanamura
was a prime example of this philosophy. The designers

crafted this environment by fusing elements of traditional

Japanese architecture with arcades and other modern pop
culture motifs (next spread). These contrasting designs also

lied into the map's layoul. The designers made each area
of Hanamura visually distinct, from high-tech streets at one
end of the city to the castle courtyard filled with bright pink
cherry blossoms.

The cherry blossoms were an important part of Hanamura's
overall visual design and theme. Apart from being iconic

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

HOLLYWOOD

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

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

HORIZON LUNAR COLONY

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

TELESCOFE

TELESGOFE

iterated on different styles of technology to
capture the right futuristic setting.

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

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

KING'S ROW

King’'s Row was the second map created for Overwalch, persistent tension between humans and robots that formed
following Temple of Anubis. For the latter, the developers the core of the game's overarching backstory.

wanted a location with bright lighting that embraced a

sense of high adventure. King's Row was an opportunity As King's Row was being developed, the animated short

to explore the opposite; a grittier, nighttime setting within a “Alive” was also being made. In the story, Widowmaker
big city. The developers modeled much of the location after assassinates an omnic monk named Mondatta, who was
London's architecture, but they also incorporated elements giving a speech to encourage humans and robots to live in

of Overwalch’'s story into the map. At one end of King's peace. The game team integrated aspects of the film into
Row, they crafted a arimy city beneath the city inhabited by the map, such as placing a memorial near the spot where
London's omnics. This highlighted the violent history and Mondatta was killed.
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ENMVIEOMMEMTIS

LI/IANG TOWER

The prospect of creating a futuristic Chinese metropolis
thrilled the game team. To capture the majesty of the city,
the developers staged the map at night. They also placed
it in and around a giant building called Lijlang Tower, which
gave an unobstructed view of the metropolis’s glittering
skyline. The grand vista bolstered the themes of optimism
and humanity's quest for advancement.

Though much of Lijiang Tower was high tech, the
developers incorporated night market food stalls and
traditional Chinese architecture (next spread) into the map.
As with many other Overwalch environments, this blend of

old and new was important for creating a place that evoked
a dual sense of familiarity and wonder.
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ENVIEOMMEMTIS

NEPAL

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

NUMBAN/

From the moment concept art for Numbani appeared
(below), the developers were drawn to the idea of creating
a highly advanced metropolis in Africa. The city represents
hope and harmony: it is a rare location in the Overwaitch

world where humans and omnics live together in peace.

As the designers began bringing the environment to life,
they went through different iterations. One early idea

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

MUKMBAN] TRAVEL POSTER

HUMBANI STREETS

Because Mumbani's
aesthetic was so
unique, the team
looked for ways to
make the location
relatable. Cafes and

other shops were added
throughout the map to give the

sanse of a dynamic place bursting with life. One end of
the map featured a transportation hub to demonstrate that

NMumbani was connected to the rest of the world, rather
than an isolateq utopia.
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ENUIEE’NMENTE

ORSIS

Much like Numbani, Oasis was a chance for the developers
to create a futuristic city unique to the world of Owverwatch.
The two maps differed in their settings and what they
represented, From its doorways to its wall patterns, QOasis
was based on traditional Middle Eastern architecture and
matifs. Whereas Numbani was themed around harmony

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

top right) and cars were added to emphasize its high-tech
The developers modeled the city to be a place of setting. Oasis was the first time these design elements were
knowledge and experimentation. In Oasis, people use used in an Overwalch map.
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ENU!E'DNMENTE

ROUTE 66

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

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

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

Temple of Anubis was the first map crafted for Qverwaich.

The team picked this Egypt-based location for many reasons.

COne was that Temple of Anubis offered the best place to
showcase the game’s heroes. The desert environment
teatured bright direct sunlight, which rendered the charac-
ters and their designs in vivid detail. Another reason was
the map's potential for strong visual moltifs. Architectural

elements like the Sphinx and the pyramids were identifiable,

and they created an atmosphere of adventure,

g

EARLY IDEATHIN

In making Temple of
Anubis, the develop-
ers experimented with
how far they could exaggerate
architecture and push the map s
fantasy. They also toyed with adding atmospheric

effects like wind-blown sand. What the team learned while
creating Temple of Anubis helped them find the right tone
and style for the entire world of Overwaich,
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ENMVIREOMMENMI

VOLSKAYA INDUSTRIES

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

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

producing mechs to fight robots (opposite page, top). It was and designed the mechs to
critical to show that these war machines were controlled by have windowed cockpits (opposite page,
peopfe rather than artificial intelligences. To communicate bottom right).
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ENMVIEOMMEMTITS

WATCHPOINT: GIBRALTAR ~ >

Watchpoint: Gibraltar introduced ideas and designs that

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

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

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

WATGHPOINT: GIBRALTAR EXTERIOR

T - 'in-"

ALL IMAGES. BEM IHAMNGD



ENVIRODHNMENT PAINTCOAVER

LALNCH PAD

MAP OVERVIEW
POSTCARD

LOAWWER LEFT. DUiVID KAMNG, FEMAINDER OF PAGES: BN THANG

189

D

THE ART OF OVERWATCH

ENVIRONMENTS



WINSTON'S LAB
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ENVIRONMENTS

ILI0S

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

earth location served as a welcome contrast to the game's
high-tech maps. However, llios wasn't completely without
its futuristic touches. The developers added hints of
technology throughout the map to make it feel like part of
the Overwatch world.
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When it came time to design heroes, the Cverwatch developers established
art guidelines to make the game stylistically cohesive. They wanted their
characters, no matter how diverse they were, to feel like they all inhabited the
same world.

=KIns were a difterent story. They gave the designers an opportunity to break
the mold and explore the characters from new perspectives. Some skins
featured younger versions of the heroes that tied into their backstories. Others
took a thematic component from a character and pushed it to the extreme.

Designing skins brought its own technical and artistic challenges—the most
important of which was preserving the heroes’ identities. Whether skins were
serious or light-hearted, the developers always made sure they celebrated
what made each character special and stayed true to who they were,
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SKIMNS

ANA

Among the influences for Ana were post-
apocalyptic themes and imagery. The
designers wanted her to feel rugged and
resourceful, like someone who lives on
the outskirts of society. The team took this
core inspiration and crafted an entire skin—
Wasteland (below, right}—around the “fr .

idea. Strap, pipe, and canister designs /L":f J""_
were used to emphasize that the € e ’
character had been scrounging - o’ =

up whatever materials she i
could find to survive.

WASTELAND

o LEFT AND LUWER LEFT: ARMCLD TRAMG, T HIGHT: BEMN IHAND, LUWER HIGHT. DAVID KAMNG



BASTION

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

Another factor to consider when creating
Bastion's skins was adjusting the look
of the robot's feathered companion,
Ganymede. Changes to the bird ‘ :;Q&
were usually made after the hero's 2
concepts were finalized. This way, g * \ %
the team could tie Ganymedea's |
appearance into Bastion's design,
such as with the woodpecker and
the Antique skin (bottom).

TOF BEM IHAMG, LOWEH LEFT: BEN THANG AND QUAVID AN, LOWER FSGHT: (MWD KANG
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Designing D.Va's skins entailed creating something ity = e
new for both the mech and the pilot. The game | '
team never wanted one to outshine the other.
Individually, the hero and her trusty
machine had to look distinct, but they
also needed to feel like two parts of

a greater whole. The developers
accomplished this by creating
color schemes and design

motifs that they could share
between D.Va and her mech, such
as with the Junker skin (opposite page).




ALL MUAGES. HHHN FOLIDOE A
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GENJI

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

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

the color and style of his hair different
from Genji, which had the dual benefits

of visually setting them apart and
emphasizing their different personalities.

ALL IMAGES: ARMNOLD TRAMD

A=y
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JUNKRAT

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

When formulating these skins, the developers
were also careful to honor the core fantasy of
the character. They made all of Junkrat's skins
consistent with his personality: an unpredictable
madman who leaves a trail of destruction in his wake.

TOF HIGHT: DAVID ARG AMD ARNOD TRANG, HEMANDER OF IMAGES: QAVID KAMNG
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[UCIo

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

Vi

BREAK AWMLY

TOF. JOHMN FOLIDDRA, BOT TOM: DAYID ARG

o
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McCREF

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

GAMBLER

ALL PMAGES . N FO{IDOR S
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ME/

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

B,
L If:"’-—-:- -

RESCUE MEN

YETI HUNTER

ALL IMAGES: B8N THANG

A=y
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MERLY

The developers drew from Mercy's fantasy -
influences to create skins that incorporated

decorative pieces rather than high-tech features.

Valkyrie (right) was based on the Norse mythological

beings that had the power to resurrect fallen warriors or

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

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

TOF JORHR POLIDMOES, BOOT 1O LAUREL ALISTIN
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ORISH

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

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

DYNASTINAE

TOF. MOETEN SICAALVIG, BT T0M QN FARNG

5,
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PHARAH

Pharah's Thunderbird skin (below) was based on the
art motifs of the indigenous peoples who inhabit the
Pacific Morthwest coast of North America. More than
just a unique design, this skin also tied into the hero's
multicultural origins: her mother 1s Egyptian, and her
father is from an indigenous culture in the Pacific
Northwest coast.

MECHAQLIEEN

SHOULDER
ARMDR

LEFT: ASMNOLD TRANG, HIGHT BEM THAMG
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REAPER

Reaper's Mariachi skin included a hat, greatly altering his
normal appearance. The developers were concerned that it
might look too much like McCree from a distance. In the end,
Reaper's unique posture and in-game animations made him
easily recognizable despite the changes to his outfit.

MARLACHI

TOF DI KABNG, HOT TUM: HOHEN FOLUDORA,
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REINHARDT

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

i

LICNHARDT

BLACKHARDT

TOF oA POLRMO&E S, D07 TOA ARMOH D TSANMG ANTE JOHMN POLIDR A,



ROADHOG

When creating skins based on other cultures, the developers conduct
thorough research, For the Toa appearance (below), they consulted a Maori

tattoo artist to ensure Roadhog's designs were authentic. While working with
this contact, the developers also learned the proper number of feathers that a
warrior should wear: three. The final version of Toa was updated to reflect this,
which gave the skin another layer of accuracy.

P o o
=

ALL IMAGES: JOHN POLIDOE A

ATy
SKINS - THE ART OF OVERWATCH w n



aKINS

SOLDIER: 76

The game team always wanted to do a skin for Soldier: 76 themed
around the '70s era, but everyone had different ideas about what
that meant stylistically. Eventually, two sKins emerged from these

discussions: Commando: 76 (bottom) and Daredevil: 76 (right).
Though they both have very distinct tones, they were both
influenced by clothing and designs from the 1970s.

r—"-;""l"— FEEFERRE RN LY

COMMANDD: 76

DAREDEVIL: 78

ALL BMAGES: JOMHN POUDORA
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SUMBRA

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

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

One of the challenges with building this
appearance was Sombra's tattoos. The
developers had to adjust their design
tools and create new technology

to support glowing effects on the
character's skin.

TOF IR LEE. BT RO JOHMMN FOLIDOR &

SKING

CYBERSPACE
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Symmetra is a highly skilled architech who works for the Vishkar Corporation.
To express this aspect of her character, the developers reimagined the hero in
an outfit that would befit someone working in a scientific laboratory. The design

went through several iterations before the team found a futuristic look that
matched Overwatch's tone (bottom).

ALL PMAGES . N FO{IDOR S
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TORBJORN

lorbjorn's long beard, short stature, and eyepatch mage
him the perfect fit for the pirate-themed Blackbeard

skin (bottom). Apart from simply changing the hera's
wardrobe, the developers also animated the wheel on his
back so that it would constantly spin during gameplay.

DEADLOGH

BLACKBEARD
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IRACER

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

T FGH T ARNOGE TRANG, HEMAINDER OF IAGES QAVID KAMNG
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WIDOWMAKER

Changing Widowmaker's visor based on her skins was fun, but challenging. The
visor was tied to a core animation—the different components sliding together over
her eyves when she uses her ultimate ability, Infra-Sight. No matter what skin idea

the developers pursued, they designed each part of the visor to work impeccably
with the hero's existing animation.

COMTESSE

LEFT. JON POUDOR A, FIGHT. JOHN FOLIDOR A AND ROMEBN KEMMNEY, LOWER F3GHT: QUAVID KAMN
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Some heroes feel more appropriate for serious
skins. Others, like Winston, lend themselves to
light-hearted ones. Though many of these skins
are fun in nature, they still honor the core facets
of his personality and backstory., One example
is the Explorer skin (right), which the
developers created to tie into Winston's
primate origins as well as his love

of knowledge, adventure, and
discovery.

EXPLCRER

LINDERSEA

ARRNCLD TSARMNG. JOHHN POUCIRA, AND DANVID AN
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LARTA

The developers often craft skins around a
character's backstory. For Zarya, the Siberian
Front (bottom ) design conveyved her Russian
heritage and service to her homeland in
the Russian Defense Forces.

INDUSTRIAL

SIBERIAN
FRONT

TOF. JOHN FOLIDORA, BOTTOM. ARMCLD TRAMNG
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Many of Zenyatta’s skins were based on enlightened mythological
figures, which the game team felt represented the hero's sage-like
qualities. This presented many different themes and ideas to explore

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

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

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

CRIRENYAT TA

LOWER LEFT J0HN POLIDGEA AN ARNOLUD TRANG, REMAIRDER UF IMAGES: JOHN POUDORA
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OVERWAICH. ORIGINS EDITION

The Origins Edition sking were an opportunity to reveal backstories

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

}

}oAE

But perhaps the most important part of her wardrobe was her scartf.
This skin portrays Tracer before she wore a chronal accelerator,
meaning that she would not create a trail of blue energy when zipping
around the map with her Blink ability. The scarf was included to take
the place of that art element, allowing other players to still visually
track where Tracer was moving.

SEGURITY
CHIEF

AFRCHD TSANG AN DAVID KANG
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BLACKWATGH A
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CVERGROWN

- WIDOWMAKER'S NOIRE SKEIN-
This skin was relegased as an exclusive
oonus eature for those who oreorderen

Cherwalch: Origrng Edilion

LOVER AHGHT. ARPSOAD TRANG, REMAINIER OF MAGES: DAVID KANG
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HEROES OF THE STORM

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

TOF BEN IMAMNG, SWOHDS: BEMN IHANG AND BRDMAN KENMNET, BOTTOM: DAVID KAMNG
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SUMMER GAMES

The Summer Games skins drew inspiration from
the heroes' nationalities, as well as sports that fit
their playstyles and personalities. Some of these
designs required major changes to the characters’ &
standard outfits. For Zarya (below), every detail '
of her appearance was altered to fit the sports
theme: she adopted the color scheme of the
Russian flag, and her belt and leg armor morphed
into equipment a professional weightlifter would
use. Even her particle cannon was upgraded with
weight plates.

CHAMPION

A=y
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OVERWAICH
HALLOWEEN TERROR

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

as lTesla coils and valve meters, to make the heroes feel
stylistically cohesive.

PUMPEIN

DR JUNMKENSTEM

ALL INAGES: BEN IHAMG
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WINTER WONUERLAND

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

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

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

HUTCRACKER

LOWER BIGHT. ARMOLD TRAMG, HEMAINDER GF IEAGES" DAVID KAMNG \
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* BALDERICH S5KIN-Al Gamescom
2016, the developeérs revealed
Eichenwalde and debuted the
Halderich sKin (nght), which was
the armor of Heinhardt’s former

commanding officer

TOF. BEN THANG, TUURRETS DUVID ARG, BOT TOM JOHN PCLIDOR &
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VEAR OF THE ROOSTER

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

rabbit companion.
PAL AMOUIN
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UPRISING

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

TALON
WD MAKER

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

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

BLACKWATCH

* WIDOWMAKER'S TALON 5KIN—The developers
created an early concept of the Talon skin (above)
based on Widowmaker s appearance n the “Legacy
comic, Howeaver, it ended up feeling oo much like the

hero's standard look. The team made the final version

ol Talon more distinct by remaoving Widowmaker's

:

A = 'y /

/ b

helmet and changing the color of her akin
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OVERWATCH: ANNIVERSARY

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

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

DAVID KaMG. BEM ITHAMNG, HECHAM HARCHI, AND WORTEN S5 ALVIK
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SPRAYS

Early in development, the Owverwatch team decided to put sprays in the
game, The ability for players to leave their mark on the world was a fun and
well-established convention of the first-person shooter genre. For Overwalch
in particular, sprays offered the game team a way to reward players for

progression, express the characters through different art styles, and reveal
backstory.

oy
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ANA

Some sprays are themed around a hero's alternate skins.

Others express a character's heritage. A few, like the image
of a shrike (second row, third column), do both.

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

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

ANH DAMNG, AENCHLD TRANG. AN NN FOLIDDR A
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BASTION

ACUATIC MO0, PALR WARIICHE, JOHMN POLIDOEA, DAVED KANG, ARNCRD FRANG, BIMN JTHANG, AND BLALK TIBRA STUCRD
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0.VR

Cute But Deadly art {top right) is a spray style that's used for
all heroes. The game team liked these illustrations because
they portraved Overwalch's characters in a lighthearted way
while still preserving the essence of their unique personalities.
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ARNOLD TEANG, BEN THANG, MOHN FOUDORA. PALL WAETECHA. BLACK TERRA ST, ANT AMDREY ERIKS0N
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HANZO

The Overwalch team created certain sprays that

multiple players are meant to combine, such as
the yin and yang symbols of Genji and Hanzo
(bottom left).

BIF IHAMG, JOHN FOUIDORA, BLACK TIRRA §IUCE0, ARKCHD TRANG, AMCH FORWTRHOUL
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JUNKRAT

HOHN POLIDCORA, DAVID KARNSG BEN THAMNG . AGUATIC MOON, PAUL WARITCHA, ANL HISHUA MANNING
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[UCIo

Every Overwaich hero has a unique color scheme, such
as green and yellow for Lucio. The game team relies on
these core palettes to give each character a library of
sprays that are cohesive and easily recognizable

ANDEDW [RICKLON, ot POLIDOEA. DAVID KANG, BIN THAMNG, ASNOUD TRANG, AND ACHLIATK MOON
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ME/

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

PHARAA

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

ARMUD FRANG, FOHN FOLITURA, ACUATIC MOON, ANLDAYID K ANG
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CPRAYES
Most sprays feature clean edges, but not Reaper's
The Cverwalch team went for a rougher, graffiti-like

style to symbolize the character's chaotic and
uncontrollable nature

NMARTIN OC1AD, DAVID KANG, JOHN POLIDORA, AND BEM ZHAMG
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ROADHOG
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aPRATYS

SULDIER: 76

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

HIPHHUA MANMING, JOHN FULIDORA, AOUATIC MOON, ARMOLD TRANG, AND MUARTIN OCTICr
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aPRATYS

SYMMEIRA

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

-

HOHN POLIDCORA, BIM IHANG, AND ARNOLD TRARNG

<5 PHOTON PROJECTOR
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HOIHN POLIDORA,. DAVID KANG, ARMCAD FLANG, BIN THANG, AND BLALK JIRRA STUDHO



CPRAYES

vwhen the game team began experimenting with sprays, they used lracer
as the test case. Artists created dozens of illustrations for her, and they
came in all varieties. Some showed parts of her outfit or her weapons.

Qthers were decals or logos. As the game team reviewed the sprays, they
realized that the most impactul ones featured Tracer herseilf.

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

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

ARMOUTF FRANG SN0 FOWTRROUN
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WINSTON

A handful of Winston's sprays were based on the "Recall”
animated short. Images like the picture (first row, second
column), lexigram (second row, second column), view of
Earth (third row, second column), and poster (third row, third

column) were inspired by props and scenes from the film. ’

Horizon

ARMOUD FRLANG, BLALK TIBRA JTUCRC, DAVID KAMG, RMOUATIC MOON, 200 BIN THANG
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Overwaich includes heroes from the far corners of the world. The
developers honored this diversity by making sprays that featured
words in the characters’ native tongues (first row, second column).
In these cases, the text was not translated into other languages. It

was left as is to highlight the heroes’ nationalities and avoid issues
associated with localizing artwork.
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B CARWTR, SOHN POLIDORA, ARNMNCAD FUANG, BEN JHAKG, AND RANDAL DLW T



aPRATYS

[ENVATTA

L LR
0O 0C
@rer

ARMOUD FRANG, FOHMN FOLIDURA, BIN THANG, NICK CARVIR, BLACK DISRA STUDHD, ANH OAMNG. Al MARTIN QL1

A=y

SPRAYS - THE ART OF OVERWATCH w 2B7



aPFKATYS

SUMMER GAMES
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OVERWHILH
AALLOWEEN TERROR

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

WINTER WONKDERLAND

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

ACAIATIC MCHON AN AN DARG






aPRATYS

VEAR OF THE ROOSTER

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

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

DAV KANG, QiU TAMNG, BIN ZTHAMG, AENOLD TRANG, AN ANH DANG
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s PRATYS

UPRISING

Because Uprising revealed several heroes’ backstories, it seemed

fitting that the event's sprays would do the same. Many of the designs

conveyved touching moments from the characters’ histories, such as g
infant Pharah and her parents (first row, first column). Others were /
fun Easter eggs, like the espresso machine (second row, first
column), which was based on an element from the alternate
reality game leading up to Sombra's announcement.

ACARC MO0 AMD AMH OAMNG
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SPRAYS

OVERWRTCH: ANNIVERSARY

Before Overwalch's launch, a playing card-themed spray was made for McCree.

The game team liked the idea, and similar designs were crafted for many of the
other heroes. However, the developers held off on releasing these sprays.

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

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

The Overwalch team’'s approach to creating player icons was similar to how
they designed sprays. The keys were simplicity and clarity, Because the
icons would be small, it was impartant that players could understand them
at a glance. The designers limited shading and the amount of color in each
piece of art as much as possible, relying on strong, readable shapes to
convey the imagery.

=,
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PLAYER ICONS

GENERAL

ABKRCLD TRANCG, BIN ITHAMNCG, DAVID KANG, AN ANH DANG



HEROES




PLAYTER ICONS

HERDES. CONTINUED

BIN DHANG, ARMCUD TLANG, DAVID KARNG, AN ANH DAPG
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OVERWATCH HALLOWEEN TERROR
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YEAR OF THE ROOSTER, CONTINUED . ..

HEROES OF THE STORM HEARTHSTONE

AMNH DANG, BIN THANG, ARNOLD TRAMNG, AN AQUATIC MOON
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ANIMAIED
SHORTS

Every Overwalch character has a story to tell. The challenge for the game
team was how to tell it.

Before the game's release, the developers talked options with Story and
Franchise Development (SFD), the department responsible for creating the
company’s cinematics. Many ideas sprang from those discussions. Not all of
them stuck, but the one that did was something the company had never tried.
The game team and SFD would create more than just a cinematic trailer for
Overwalch—they would create a series of animated episodes. Each one would
shine a spotlight on a character {or characters), showing them struggle and
grow through a difficult challenge.

Producing these shorts brought its own challenges to the Overwalch team and
sSFD. One of the biggest was finding artistic styles for the shorts that stayed
true to the game but also presented the Overwalch universe in a level of detail

never seen before.

o,
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ANIMATED SHORTS

ANNOUNCEMENT

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

ALL IMAGES STIPHANE BELIN
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» CHARACTER COMCEPTS—For the clothing worn by
the brothers, contrasting colors and designs were
used to show their diferant personalities: optimiam

and excitement vs. cynicism and indifference.

ARPROUD TRARNG AN STIPHANE BILIN






* CHARACTER COMCEPTS—During production, the
Overwalch leam and the film's creators became
warried that the museum security guard might comea
across as foo funny, In the final version of the short,
the character was posed In a specific way o hide
some of the design’s comedic elements, which are
seen in these illustrations.

LEFT: CHRIS HA, FoGHT: CHR HA AN STIPHANE BELIN
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FISTOL DETAIL

HELLFIRE SHOTGUN
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DISPLAY CASE

EQMAN KTNKNET, STTPAANT BILMN, AND ARNCHLD ThANG
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ANIMATED 5HORTS

ARE YOU WITH US?

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

ARMOLD TRANG, BIN IHANG, AN STIPHANE BILIN



* LIGHTING DESIGN—-Another goal of this piece was to show how much thought and
effort Winston puts into the message he's sending. The film’s creators used lighting

to accomplish this (below). The story begins in the moming, and then day slowly
transitions to night as Winston wrestles with how to word his transmission.

FOA BEN ZHANG AMD STIFHANE BILIN, 0T TOM: STIPHANT BILIN



ANIMATED SHORTS

WE ARE OVERWRTCH

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

The illustrations below show young Winston's ¢
range of facial expressions. Making these

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

and set general guidelines for how he should
be animated.

YOUNG WINSTON /
EXPRESSIONS

PHOTO OF YOUNG WINSTON AND DR. HARDLD WINSTOMN

SEETCHES. HAYLEE MERERCH. LOWEHR HIGHT. ST THAWSRAT. ROMAN KENNEY, SEAM MORAELLY, AND MATHLAS VERHASSELT






ATHENA

OLYMPLA SHAW

>

WINSTON'S RODOM

WINSTONS COMMAND CONSOLE

TOP LEFT ARD BOTTOM, TAL TOUSG CHOL TOHP BGHT AND W00 E : MATHLAS vIRHASLT



* CHARACTER DESIGNS-Dr. Winston's clathing

includes a lab coat and a space suit, These visual
touches show that he's just as comfortable writing
equations in a quiet olfice as he is trekking across

the moon's surface,

TOH MAFHEAS VPEHASLILT, DOT TOM AND IIGHT: CHEL A



TALON
SOLDIER

TALGHN
HACKING
DEVICE

PP AND ROTTOM LEFT; MAPHIAS VIEHASHT, M0LT LEFT: SBOWUAN KERNEY, BOTTOM MGHT: JOMN POLUIDORA AND BOMUAN KIMNEY



» ENVIROMMENT DESIGNS—0ne of the big challenges in "Hecall
was designing its flashbacks. These scenes are in the past relative to
the Overwsich world. but they still take place 1N o future

The film's creators used color schemes and designs that evoked
19608 and early 1970s sciance fiction (images balow) to create sets

and clathing that would feal both futunstic and retro.

LUMAR COLONY CORRIDOR

ALL MALGES: MANIAS A SULT
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 COLOR KEYS—"Recall” invalves different time
percds, sets, and hgnbng condilions oo Koy

pamings [ opposie page) weare vital in '.:".-:i-ili.lil'_:-i"-llli_l

e r:i._',-h'. ."I'“'I':'._.I‘T.r:'l'l".l'!-'_ such as the Gibraltar base
in full lighting (first row, second column) and in

darkness (lourth row, hirst column
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ANIMATED SHORTS

ALIVE

The bottom image of Widowmaker was an early exploration

of how to light the short. The intent was to create a London
enveloped by fog and heavy orange and yellow lights, giving
the unsettling impression of a fire burning in the city, Ultimately,

this felt too different from what is seen in the game, so the
artists went in another direction.

KING'S ROW LIGHTING STUDIES

AL L INMAGE S5 MAPHLAS VIEHATIIRT
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 CHARACTER DESIGNS—In “Alve,” an ommic
namad Mondatta delivers a speach aboul

unity to a large crowd In London, Given this
positive massagea, the film's creators Telt that

the indniduals attendimng the avent should comea
from all walks of life. Concept art was crafted

ta flesh out different clothing and nairstyies thal
would emphasize the crowd’'s diversily. Spacial
attention was paid to how the upper bodies were
designed because they would be the most visible

paris of the characlers.

LEFT AOWAN KEMMNIT, AHEHT, LAURIL AUSTTIMN AND ROMAN KEralY
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* LIGHTING DESIGN-"Alive" follows two Overwaich characters who couldn't be
more different; the noble and optimistic hero Tracer and the cold and nihilistic
villain Widowmaker. Specilic colors ware used to reflect who these two individuals
are, Tracer first appears on London's streets, which are lit in warm gold tones (first
column, second row), and Widowmaker stalks the shadowy rooftops, which are
bathed in cool shades of blue (first column, third row).




= ABILITY DESIGMS—=The coler key paintings below were made to explore how
Tracer's Recall ability would be rendered in the short, The film's creators decided
that the world around her should become slightly ethereal and blue when she turns
back time, helping make her feel detached from the rest of Landon.

ALL IWMAGES MATHIAL VIRHALHLE
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ANIMATED SHORTS

ORAGONS

The “Dragons” short film contains a story within a
story, a fairy tale told through illustrations inspired
by traditional Japanese art. The process to create
these images began with storyboards, which were
then redrawn and fully rendered in color. Limited
animation, such as moving clouds and fiery embers,
was added to further bring the paintings to life.
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» COLOR KEYS—Before the release of the *Dragons” short, players had seen
Hanamura only in daytime. The film's creators decided to show the location at night.
They drew on the pink and blue colors that were prominent in the game map (0 flesh
out the film's version of Hanamura. This was done o keep the selting familiar to
players while infusing the story with a sense of magic and surrealism.

ALL IWMAGES MATHIAL VIRHALHLE



ANIMATED SHORTS

HERD

The creators of "Hero” knew they wanted to stage the film at
night. It fit well with the story of a masked vigilante—Soldier: 76

—stalking the streets under cover of dark. It was also an
opportunity to show off the vibrant glowing tattoos of the Los
Muertos gang (opposite page, top left).

ALL IAGES MATHIAT VIRFHALSILE



* LIGHTING DESIGN—While the creators explored the film's visuals in color keys
(below), a slight change was made to enhance the atmosphere even more. They
decided to begin the story at sunset. This direction escalated tension and provided
a sense of increasing danger for the film's young protagonist, Alejandra, as she
struggles o get off the mean streets of Dorado before darkness falls.




JOHN FOUDORA AND ROMAN Kireaf Y



*PROP DESIGN=Alejandra’s coin purse
was an important story element, Bright,
contrasting colors were used o draw
aftention to it. The purse included the
features of a murioc—an iconic creature
from Warcralt—as a fun Easter egg and
o make the abject stand out,

ALEJANDRA

oo e —]

ALEJANDRA'S PURSE

TOPFLEFT AND BROTTOM: MATHLAS VERHASSILE, TOF MGHT: ROMAN KENMEY
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AMNIMAITED

HE LAST BASTION

“The Last Bastion™ depicts a battle between omnics and the German

i

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

CRUSADER

SO TALLWAR AHD ROMAN KinsafY
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* DROP-POD DESIGNS—In the story, Bastion falls to the earth in a drop-pod
amid a herca battle betweaean omnics and humans. A mallunclion kKeeps the
rabot in standby mode, and it doesn't leave the device until years later. The pod
sell 1= only featured for a short time in the film iargely obscured by moss and
othaer vagetation. Even so, the creators designed the entire object 10 make sura
they understaood its shape and how the technology would function

*

TO MATHIAT VIRFASSILT, BOT TOM: LALRIL AULTire A )OS EALLMAR



* ENVIRONMENT DESIGNS—"The Last Bastion” was the only short film not based on an
axisting Charwalch map. [hal meant the creators had 1o build the woodland anvircnmaeant trom
the ground up. They explored many different types of foliage in their guest to créeate a forest
cne of the guldelines they followed was limiting complexity in plant designs and using only
strong and clear shapes. That made the 1ores! leal real, but also unique and wisually appeahng

JAXE PAMLAMN AN LAURIL AUSTIN
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* EARLY CONCEPTS =Early in development, artists were tasked with painting forest
scenes, either with Bastion or without, This was an important step to discovering the
look and feel of the environment as well as interesting story moments, Some of these
explorations inspired scenes for the final film, such as Bastion walking on the fallen tree
(second column, second row) and sitling at the river's edge (first column, third row),

MATHLAS VIRHALLILE AND ATTPHANE BILIN






AMIMATL aRHORTS

INFILTRATION

Most of “Infiltration” takes place in existing parts of the Volskaya Industries

game map, but Katya's office (below) was made specifically for the short film.

The creators designed the room with warm yvellow colors to contrast with the
colder blues and whites in the rest of the factory and outside the facility.

This also made the office feel like a safe haven, which was an important
story poinl. During the film, Katya locks herself inside the room to escape
an assassination attempt by Sombra, Reaper, and Widowmaker.

Tl JaXT PANUAM, (0T 100 TTWAON PASK



*CHARACTER CONCEPTS—Kalva Volskaya was an importand
character in “Inhitration” who had notl been fully fleshed oul In the
game, The film's creators designed her clothing 1o be sharp and
well-fallored (o emohazize her refined and confident personakily
Evan her lurniture was made (o reflect aspeacts of Ralya, giving the

impression of old-world wealth and elegance

&
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AUTOMATED
CEFENSE TURRET

SOLDMER MECH PILOT LIEUTENANT

T AND MIGOLE - WASIL TORIM, [WOF FOM - JUrGAH LT



ALL IMALES: JUNGAM LIT

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

To emphasize this point, the film's creators
designed the mech so that the pilot would
be clearly visible (opposile page). They also
made his jumpsuit red to draw attention to
him and symbolize that he was the beating
heart of the machine.









» COLOR KEYS—Because most of the Overwalch shorts take place at night, the
creators of "Infiltration™ wanted to try something different. However, they still
nesded to make an environment that Sombra, Widowmaker, and Reaper could

use to conceal their movements as they snuck into the facility.

Early concepts and color keys explored the idea of a heavy snowstorm (first
column, first row), which created the perfect conditions for the characters o
perform their infiltration.

ALL MRS MATHLAS VIRHAVSILE









URIGIN STORIES

In the busy weeks leading up to BlizzCon 2014, as the Overwalch team

was preparing to unveil its game to the world, a small project took shape. It
would turn out to be a very special one. The team wanted to show that each
of Overwaich's characters had a rich history. The developers decided to
introduce Tracer and her backstory at BlizzCon, but time was short. And s0
WETe resources,

To overcome these hurdles, the team created a story that was short and
economical—one composed entirely of illustrations. Tracer herself narrated
it, revealing her past and the origins of her time-bending powers.

The Overwaich team was so happy with how the project turned out that it
went on to create more. These origin pieces were an ideal way to set the
mood of a character, explore their past, and establish their personality. They
also became the perfect means to highlight what the team believed was

the core of Overwalch’s visual style: line drawings, like those used in the
creation of concept art.

5y
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ORIGIN STORIES

IRACER

The first origin piece revolved around the character started falling into place. Other aspects of the project
considered to be the face of Overwatch: Tracer. Before soon evolved as well. The game team made more
BlizzCon 2014, the game team created a few key illustrations illustrations and combined them with Tracer's dialog to
to depict her backstory. The plan was for the designers to create an animated short.

give a presentation at the convention where they would simply

show these images and guide the audience through the story.  Tracer's origin story had a tremendous influence on
future pieces. It established a clear tone and style for

But that didn't seem quite right. It didn't feel as if Tracer was what would become a crucial medium for the game team

getting her day in the sun. It wasn't until the team decided to to unveil their characters.

have Tracer's voice actress narrate the story that the pieces

ALL IMALE S ARNCAL TRAMNG






ORIGIN STORIES

SULDIER. 76

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

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

ALL IMALE S ARNCAL TRAMNG
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ORIGIN STORIES

[HE JUNKERS

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

To accomplish this, the team went away from the blue
monotone or sepia colors in the first origin shorts (Tracer and
Soldier: 76) and opted for full-color illustrations. Rather than
telling the duo's backstory, they shined a light on Junkrat and
Roadhog's absurd hijinks and personalities through the lens
of a tongue-in-cheek show called A Moment in Crime.

REA88 4456 12 ol g5488 4482 08
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ORIGIN STORIES

ANA

Ana was a character whose history was tied to the very The origin story’s narration comes from a letter Ana
beginning of the Overwatch organization. However, the game wrote to Pharah in Arabic (second row, second column).
team already told that story in Soldier: 76's origin piece, and The game team wanted to animate the writing itself, but

they didn't want to cover the same ground again. With Ana, making it feel authentic was a challenge. There are many
they focused on her relationship with other characters, most differences between English and Arabic, including the
of all with her daughter, Pharah. fact that the latter flows from right to left. Only someone

ARMOLD TRANG, BIN THANG, AMD DAVED KANG



fluent in the language would know how to write the words the
correct way.

So the team found someone who was fluent in the language.
They filmed this person—a fellow Overwalch developer—
penning the letter in Arabic. This recording was then used
as a reference for animating the writing.




ORIGIM STORIES

For Sombra's origin piece, the game team wanted to try
something new. They felt that the character's cyberpunk
aesthetic would be a good fit for a full-color short featuring

more complex 2-0 animation than anything seen in the
previous pleces.

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

AL IMAGES: ARMCLD TIANG
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ORIGIN STORIES

ORISH

When designing Orisa's backstory, the game team decided
that the robot was created by a young human genius
named Efi Oladele. Introducing this supporting character
helped the developers flesh out Orisa’s personality, but it
also presented a challenge. Efi would not be a playable
character in the game, 50 how could the team explain who
she was?

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

ARMUAD TRAMNG AN VAL TORIN






ORIGIN STORIES

UPRISING

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

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

TOP BN DHANG AHTF DAVID KARNG, L WRAINGEH OF AGES: NEYEKAIN









i PROMOTIONAL ART

After Overwalch's announcement, a diverse community formed around the game.
People from all walks of life embraced Tracer, the other heroes, and the vibrant world
where they lived. Artwork made by members of this community soon popped up
across the internet. The developers were so inspired by these works that they hung
many of them in their offices. Overwalch didn't just belong to the game team anymore;
it belonged to the community, too.

Promotional art gave the developers a chance to build Overwatch with this passionate
community and share these artists’ unique vision of the game with the rest of the
world. The team worked alongside artists from around the globe on illustrations to
showcase heroes, maps, and events. These pieces appeared in different places and
in different forms. Some were used on websites lo announce upcoming content.
Others were blasted across social media. What these works of art had in common
was how they enriched Overwalch with new styles and perspectives.

o,
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PROMOTIONAL ART

The developers joined forces with other Blizzard teams and an external artist to make
lighthearted illustrations themed around the Overwalch Halloween Terror event. These
pieces were distributed on Twitter. If someone retweeted a message from Overwalch's

official account, or replied to it with “#Halloweenlerrar,” they would receive art in the
form of a "trick” or a "treat.”

MINE, MINE. ENE!
THESE RRE MY CRROTES!
o

Youire Beey Curvsed? ,_
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PROMOTIONAL ART

WINTER WONDERLAND

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

TOPF LEFT: WICKERRGH, TOP REGHT: .M, PRGEIL. MaDOLE RERHT, ONTMEGRAWATT, BOTTOM RRGHT: LAZIRULLY, BOTTOM LEFT ART CALAVIRA



PROMOTIONAL AR

VALENTINE'S DRY
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PROMOTIONAL ART

UPRISING POSTERS

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

create and launch promotional art leading up to the

mn
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PREOMODTIONAL AR

OVERWAICH: RNNIVERSARY

Owverwalch's Anniversary event marked one year after the
game's release. Much had changed in that time, including
the arrival of new heroes. The developers worked with an
artist from the community to create an image that would

celebrate Overwalch's expanded roster of characters. The

resulting painting was different from previous hero lineup
illustrations. Rather than show the characters’ full bodies
or depict them to scale, the Anniversary piece took a highly
stylized approach to create a dynamic composition

i
TO COMMEMORATE THE GAME'S ONE-YEAR ANNIVERSARY, A GROUP PHOTOGRAPH WAS PRAINTED AND DISTRIBUTED TO THE MEMBERS OF THE OVEAWATCH DEVELOPMENT TEAM

T s A, FIOHT TOM: OV RO DEVILOPMITNT TEAM.
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A THERRT OF

DVERWATGCH

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