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NTITIES SHALL NOT BE MULTIPLIED UNNECESSARILY

It requires teamwork to defeat demons, dragons, and demagogic demigods. For a work of staggering complexity like
Dragon Age: Inuisition, no individual, no matter how good, can likewise succeed alone. It is teamwork and collaboration
that define success. One person’s work is taken by another, then modified, changed, challenged, repurposed, elaborated
upon, multiplied, and improved. A figment gains currency and, finally, force. The visual fugue is woven into an experience.

The past five years have been a concerted effort to give Dragon Age a strong and consistent visual signature. Dragon
Ageis at its heart a cautionary tale about the weakness of people. Using that idea as a lodestone, we derived artistic
principles by looking at the brooding art of the northern Renaissance and the stark simplicity of Japanese prints. The
allegorical horrors imagined in these works are physical fact in Dragon Age

Within that overall artistic framework are the myriad of individual nations and organizations vying for control of the
world. Each has a distinct mode of dress, design aesthetic, and artistic language by which they represent their concept of
the world around them. Greater still s the living landscape, with its soaring mountains, fetid swamps, majestic forests,
hidden histories, and ecosystems. What unknown terrors lie beyond the horizon, waiting to be discovered?

Some liken our team to the crew of a carousing pirate ship, rather than the strictly disciplined company of a war
galley. Iwouldn't have it any other way. The voyage has been eventful. It required tenacity. And it’s beena lot of fun so
far. It is my pleasure to work with a crew of splendidly talented individuals here at BioWare Edmonton and beyond.
Very special thanks to Nick Thornborrow, Ben Gelinas, and our fine partners at Dark Horse for making this handsome
tome a reality:

Ihope you'll enjoy exploring the world of Dragon Age as much as we have.

Onwards!
Matthew Goldman, Art Director



TELLING VISUAL STORIES

Inquisition has come tolife in a way like no other Dragon Age game before it, and more than anything else, it is because
of the combined and diverse talents of the creative team. Over the course of this project, I've watched character
descriptions written out in prose turn into evocative concepts and exquisite models, and then come to life on the
screen. Conversely, I've seen storyboards and maod images that were so cool and so perfectly evocative that the story
was then adapted to allow that particular moment to be brought to life for our players.

In my role, I'm focused on the game play and story more than the visuals, but the Dragon Age art team constantly
reminds me that visuals can accent and augment every part of the design. There are stories that can be told withouta
single word written, and game play that only gets stronger when it has a bold visual language to back it up.

Watching the seed of an idea take root and expand in surprising ways is one of the great joys of working so closely
with the designers and artists at BioWare. I expect this book will share some of that joy with you as it walks you through
the game's evolution

Mike Laidlaw, Creative Director






CHAPTER ONE

THE
INQUISITION

he Chant of Light states, “Blessed are the

Tnght:‘nu\, the lights in the shadow.” When the
Inquisition is struck in the height of the Dragon Age,
Thedas is all shadow. The templars and mages are at
war. The Empress of Orlais is at loggerheads with
ausurper to the throne. Amid the unrest, a hole is
blown in the sky, tearing apart the Veil that separates
the waking world from the mysterious realm of spirits
known as the Fade. The Inquisition is tasked with
bringing the world back from the brink of destruction.

‘We wanted to ensure the Inquisition, as a new
faction, stood out from the established orders of power

in Thedas. Orlais has its fineries, Ferelden its furs. The

Wardens are all about the griffon imagery and silver
plates. To create the signature look of the Inguisition,
we went as far back as Babylon and Mesopotamia for
inspiration. We studied many early Islamic armors and
the bold and simple pieces worn by traditional Sikh
warriors. The colors of the Inquisition are charcoal
gray and crimson, evoking the Inquisition's ties to the
Seekers, in black, and the templars, in red.

To create the figure at the head of it all, we had to
be flexible enough to accommodate a myriad of player
customizations while creating a signature look that
would really stand out. In Dragon Age: Origins, our
signature Warden was a warrior. In Dragon Age II,
our signature Hawke was a mage. This time around,
we explored in greater detail what a rogue would
Iook like in a seat of power. A captain's coat with a
prominent collar implies authority. The dragon-wing
helm is as much about propaganda as it is defense. In
Thedas, the dragon is the apex predator, the ultimate

symbol of power.
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CLOSING IN Once a handful of directions began to emerge, we collected the
s feedback and dug even deeper: Howwould a design tr
female or vice versa? Would the design language remain consistent across all lasses?

tea shate from male to







the main chara







STANDARD ISSUE Aswe came
closer to our Inquisitor, we found it
useful to design the Inquisition forces in
tandem. Imagining lower-
spies, and mages helped us establish
astronger understanding of how

Inguisition clothing and armor might
be constructed and worn. We then used

lsoldiers,

this knowledge to refine the look of the

Inquisitor classes.




THE CORE We wanted to beable to

interchange any element of the Inquisitor's

swapped, or removed to get the

impact, We could then design
a specific lass, race, or faction, knowing that
they would it with everything elsc.






MOTIFS When designing new armor sets it helps
to have a faction, race, or theme in mind. This set of

ammor evokes the look ofa dragon.

NO STONE LEFT UNTURNED Throug arot cards classes, game modes, and enemies. They let us design
with unbridled creativity and were a cool opportunity to develop in-world artwork









APLACE TO CALL HOME Throughout

Skyhold's development, the fortress took many forn

served many functions—but it has always been hon
Early on, we used sketches and a mash-up photo technique
called “photobashing” to try to capture the spirit of the
Inquisition's fortress. Once actual construction began, we
used the development model as a base for more detailed
production paintings.
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BACK AND FORTH The construc
nand q




PEACE TREE AND WAR TABLE
Asaliving tree, ol of peace




Conquered. Connections Power

ADEADLY GAME Running the work p the the states




INFLUENCE It was critical that the

influence and propaganda through artwork and insi

its effect on the world must be sec

quisitions influence be felt where

i There is physical influ

and must be meaningful.

many ways. There are political
the Inqui







HARDWARE The Inguisition offrs refuge and a purpose

to peopl 3
4 th he array of
specialized toolsat its disposal increases, from the intricate and

deadly to the immense and persuasive.







might, socialinfluence, or secrecy and intrigue.




SHADOWY ACCESSORIES Each Inquisition
advisor pushes a different approach. We explored what
the consequences of following each one to its conclusion
would have on Skyhold's appearance. In the case of
Leliana, we created props and items that reflected the
Inquisition's dependence on spy games and suberfuge.
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UNIFICATION ‘These faction banners bring a touch of color to Skyholds halls, but also serve as a reminder of just how much influence the Inquisition has
camed in Thedas as it has grown.




LU

RANK AND FILE The Inqui
uniform is designed to serve multiple needs. There’s
simple chest and head protection for digging trenches.
Additionallayers and armor can be added for soldiers
facing combat, Even recruited civilians and other
specialized members don elements of the uniform,

fon-issued

bringing a cohesive look to.a massive organization.






SEAT OF POWER Ifyou're

> build a fearsome reputation,

go wrong with a touch of
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DETAILING We knew Skyhold would be an integral part of the
Inguisition experience. Players would spend a lot of time wandering
its halls. This meant that we could spend more time on the details.
Farly on, we designed a simple, makeshift war table that could later
be upgraded according to your preference of advisor.




CUSTOM GLASS To further

customize Skyhold, we designed faction-

LX)
PQ
KR

specific stained glass for the windows.

v,v,v,.,
R

KAXA

OX I
PO IR
| 908 ¢

ZS
S

I
i
i
LLX
0
1
i
]

2
[ 2]
—~

]
1




THE DIPLOMAT AND THE GENERAL In their Cullen, al b1 h

Tnquisition strategy: Josep materials and with even the most venerable dignitaries, whereas Cullen is the kind of leader
‘who spends as much time in the diet with his soldiers as he does in the war room planning their next move.
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other developers to bring Thedas
collaboration makes character desi

layer about the world
. At the carlest stags,
each seribble an s to flesh out some
aspect of a character. When the dust sttles, it's fun
tolook back at this early work to see how much
has changed and what made it into the game.









THE WRATH
OF HEAVEN

hen we first built the massive hole in the
nown as the Breach, it wasn't big
enough. That's not to say it wasn't big, It just needed
to be at least double the size, something that would
Ithad to be terrifying.

The resultis a pulsing, almost breathing wound
that can be seen from every ridge in the Frostback
Mountains and well beyond. It glows a sick
alien gr ual sign of its connection to the
otherworldly Fade. What was at first painted into
the sky became its own physical entity in the level
‘The Breach s, at s heart, a series of concentric
rings, layered in effects that bring it to life. The closer
the player gets to it, the larger the Breach appears,
building a sense of menace as the player journeys to
the epicenter of the blast

‘With the Breach come Fade rifts: smaller tears in
the Veil that open throughout southern Thedas. To
visually show the relationship between the two, we
considered adding tendrils connecting each rift to the
Breach. Instead, we found that emphasizing a similar
visual language proved more elegant. Rifts share many
visual elements with the Breach: the glowing green
of the Fade, the ominous sounds of what lurks on the
other side. But where the Breach is a hole blown in the
E s are tears in the air. It’s up to the Inquisitor

to seal both.
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Opposite: In these illustrations, the
landscape surrounding the explosion site

is explored both before and after the blast.

Left: Itwas fun to discover for ourselves
what kinds of stories and horrors might be.
uncovered as you came aver the next crest.
Visual storytelling revards players who are
willing to explore every comer of a setting

Below: The opening moments of

Inguisition were storyboarded in full

color. A sequence can go through dor

of changes before we're happy with it,

P sy

at's most important s the idea being

 mot perfect lines or details







LYRIUM HORRORS Above: Detailed studies examine lyrium
A

sy d th the victims.

Below: Afier the explosion, a monastic, storied village in the Frostback
transformed into a base of operations to
manage the crisis. It serves as a modest headquarters for the Inguisition.
We intentionally kept the space pretty spare.

Mountains named Haven
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SEEKER OF TRUTH
Cassandra Pentaghast is a member
of the Sekers of Truth. She is
disciplined, unflinching, and
intimidating when she needs to be.
Clad in dark armor emblazoned
with the emblem of the Seckers,
Cassandra strikes a strong and
graphic silhouette that reflects her
hard demeanor.
Opposite: The design sense seen
in Cassandrals costume is also at
play in her portriture. Note her
distinct angular features.
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RELIGIOUS ORDER The riangula by higher-level CJ
a smalervrsion o the one worn by the Divine,che rligion's sprtua eader. Theseuniforms
h ts of Orlesian fashi the CI fe Orlais,

The highest

but and
positions i the Chantey ar open aly o women, which s why mala conceptsexly exist for
Chantry brothers and missionarics.



APUBLIC HUMBLING
the




BACK AND FORTH Rough paint-overs of 3-D models let st improvements or offer cor pproaches during iteration. This method is
preferable bec acha ftwork i sier to discard an hour's work than da in3-D.

elaborate Temple of
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ARCHITECTURAL SENSE Simple 3-D models and schematics
helped us visualize the chantr
Targely stone and wood, are what Fereldan builders would use i these
‘mountain passes. More lavish

‘materials such as gold are sed
sparingly because they must be
transported a far distance at
considerable risk.

n Haven. The construction materials,

altar tower

west wing.

main ball

interior structure



Above: Early concepts pict
the back of the mountain, leavi

stllintact,




A FAMILIAR FACE Varric Tethras returns in Inguisiion. The world has llen Dragon Age IL I for

dwarf from Kirkwall to don sturdicr gear this time around. The well-worn jacket addsa layer of tohis




DESECRATING THE TEMPLE We wanted to reinforce
che Temple of Sacred 2

origin, so surceal quality: Th

how the blast might have duplicated and distorted the architecture,

instead of simply reducing it to slag

Opposite: If you imagine the explosion as an expanding sphere, it
would cuta bowl formation into the mountain. Enormous shards
ofyrium would be drawn from their veins in the ground toward
the origin of the blast and freeze in place.

Opposite bottom: The stripped bones of the structure show the
potential extent of the destruction.
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the Circle.
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When exploring the final
appearance of Solas, we tried

‘many hairstyles. None seemed to
evoke the sense of ageless wisdom
required by the character more
than.a bold, bald head




THE BREACH 'The Veil that
d




TEARS IN THE VEIL Fad










SCENES OF DESTRUCTION
Above: The Inquisitor leads the party a

from amajor crisis, with the glow of the

Right: This is one of our earliest depictions
of the hero, emerging s the only
ofthe blast that tore open the Breach.

Opposite: This llustration, showing
the consequences of the Breach fef

unchecked, became the inspiration fora




DISPLACED

re unable
ing the disaster
the evolution of th










APOCALYPTIC PALETTES

Early renderings of focus

on colors to evoke different moods,

from an oil spills sickly rainbow hues

to something more hellish: ash-choked
nted with orange embers.

Opposite top: These two images show
different approaches to the concept of

Oppasite center: Its important to
maintain a healthy back and-forth
between conceptartists and writer
Production illusteations inspire story
ideas and story ideas inspire visuals, as
seen in this image ofa major setback in
the Inguisition's plan
Opposite bottom: Some of the first
enemies faced in Inquisifion have
d in previous Dragon Age titles.
the opportunity to refine
creatures,
suchas rage demons. Drawing
creatures and characters in action hely
us to better understand behavior and
adda level of personality absent

in static portraits.
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CHAPTER THREE

IN HUSHED
WHISPERS

he sweat on a warrior’s brow. Scars and freckles.
A face flush from battle. It is this level of detail
that truly brings the characters of Inquisition to life.
With character art, we set out to create living,
breathing people with their own visual personalities.
‘The way they looked needed to reflect the characters
as they were written, Consider Dorian and Cole, two
potential followers who come from very different
places. One is a prim mage of some standing in
Tevinter who is very much used to the finer things life
affords. The other is a confused mess of a young man
awkwardly trying to find his place in the world. Dorian
drapes himself in luxurious cloth. His facial hair, much
like the rest of him, is deliberate and painstakingly

groomed. Cole, in contrast, dress

sin dark rags. He's
pale, with mussed hair and bags under eyes so big
they're childlike, implying an innocence central to
his character. Still if either gets in a dustup or runs
through mud while bound for Redcliffe or Therinfal
Redoubt, they're going to get alittle dirty.

Details like this make Thedas more than just a
fantasy world. They make it feel real.






A SECOND VISIT ‘The move to a new engine meant that we could revisit classic locations, open the doors, and explore the surrounding landscape.

Bottom: Even in the carlic f development, it can be useful to explore k hrough storyboards and paintings.

Opposite: For th of color, we embraced the “red” in “Redcliffe” contrasting it with pale plaster. Sometimes the literal solution s also the most










Top: These Tevinter containersadd ane side for
everylevel of importance. A shabby crate may have
four sides, buta mystical chest could boast eight.
Tevinter artfacts appear foreign next to the Grey
Warden monument erected in Reddliffe Village. Its
not unusual to see such distinet juxtapositions in a
world where nations are constantly encroaching on

oneanother.
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THE VENATORI 'The Tevinter cul’s clothing and weapons were designed to look

intimidating but beautiful. The dthe
bes even
mr ' '
shield
sword

staff
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CROSSING THE THRESHOLD 'Therinfal Redoub steaddles two worlds, We explored lighting and color schemes to telegraph th
nature of what lies within
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ART HISTORY Religion, art,and polities ofien intertwine. It s no different in Thedas. This sained-glass etelling of key
C litical motivat

story of Andraste, b

Chant of

ofts ereators.



CHOICE SPOT FOR A BATTLE

lored for the f
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any forms throughout

d lyrium s insidious, and

pthing, from templar suppl







CORRUPTION The red templars
are constantly exposed to red Iyrium.

As their infection worsens, it transforms
them into useful monstrosites









WICKED EYES
& WICKED
HEARTS

he culture of Orlais is all excess and appearances.
TV\"e get to the heart of the nation's noble life

in Inquisition, dropping players in the middle of

grand markets and royal receptions. An emphasis on
superficiality needed to be on full display in everything
from Orlesian architecture to fashion, and even
furniture. The richest nation in Thedas—and birthplace
of the Chantry—may appear flawless at first glance, but
it shows its cracks when you look just alittle closer.

Orlesian cities have seen a lot of history. For
the finer buildings, we were heavily influenced by
secular Gothic architecture. Gold and white feature
prominently, reminiscent o
such as Vatican City, and rare colors and materials

ply the lengths to which Orlesians will go to make
just the right impression. Over the ages, multiple,
expensive renovations—made to keep up with trends
and appearances—all but conceal the rough, unstable
base Orlais s built upon: plaster over brick over rotting
wood. In Orlais, it doesn't matter if something is weak
5o long as it doesn't appear weak.

‘This philosophy extends to Orlesian noble dress.
Prominent figures don masks at parties and heels to
battle; their clothing is made with rich dyes, complex
patterns, and fine fabrics—as with the architecture,
hiding all that is raw and imperfect about themselves
undera carefully constructed veneer.

All this serves to make the dirty, poor, and ugly
parts of Orlais more apparent in contrast. The extrav

x, and royal centers
uch as the Winter Palace in Halamshiral, fades and

rays the farther you get from anyone with real power













terials.

our timid frs yd a cal of Orlesian nobility










ORLESIAN DETAIL Even the
most common objects in Orlais are
built with a sense of flair. Aesthetics
trump practicality among Orlesians,
and what falls out of fashion may fall
into disrepair

Opposite top: White marble with
gold details became the signature

for Orlesian interiors. There is an
absurdity to their acsthetics when
compared to @ culture suchas
Ferelden’s, where sturdy buildings are
made chiefly o withstand the harsh
elements and harsher way of lfe.

Opposite bottom: Farly concepts of
Val Royeaux imagined a drained canal
system inhabited by a slum class.

‘We abandoned it because it felt too
similar to Kirkwall.
















Val Royeau's Market 1o the market when it

ity that p bb colores







APPROACHING THE MARKET 'The center of

i g at the sky, a symbol of Orlesian pride.

Iptutal details, Th ¢ polished feel than our

Opposite: Refined concepts of Orl balance b pattern, and

original attempts,






THE

Al

HAIR AND MAKEUP Orlesian style
isform over function almost to.a fault. Wild
hairstyles, elaborate and impractical masks,
and flowing, layered garb is typical of the
nobility: There are few places outside of
Orlais wh
dress with a train dragging behind them

rone would dare wear a white

Even when geeater mobility s required, a
sense of style s rarely sacrificed. Flair can
take many forms, from high shoulder pads
to heavy, colorful makeup.

RT OF DRAGON AGE: INQUISITION

125



THE LOOK OF POWER
Empress Celene (sbove) had to stand
out among the exaggerated costumes
of Otlais. The relatively simple design
ofher gown, withits striking shapes
and dimensions, sets her apart from
her overdone guests. The usurper
Gaspard's almost comical appearance
was derived from the pompous
Prosper de Montfort, though with far
more edge.
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INTRIGUE AND UPHEAVAL W










THE WINTER PALACE Far from the
bustle of Val Royeaus, Halamshiral is where the
Empress comes to escape. In Inguisiion, her
Winter Palace plays host to a lavsh bl
Opposite: Two interpretations of the Winter
Palace showit alternatively asa secular court
(above) and a more solemn, cavernous space.







REFINING THE WINTER PALACE In Orhais
hard




aw \







DROPPING THE BALL Th FHhE Wintex Palace demantied overth

I To fitin with her Orlesian

surroundings, Morrigan was given a new appearance. Her gown is clearly Orlesian, but the palette
and materials are reminiscent of her days in the Korcari Wilds.

Opposite: The Winter Palace the ath
Belowis t here all of backstabbing s discussed.




MUSICAL INSTRUMENTS Whatis a ball held by an Empress
without music? We put an Orlesian twist on familiar instrument shapes for the
Imperial ensemble. You can almost imagine the sounds they would make just
bylookingat them.
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SET DRESSING As the Winter Palace in Halamshiral
was refined, we turned our attention to every litle detail,
draving up amyriad of colorful and complex designs for
cach rug and wall hanging decorating ts rooms.










'VIVIENNE A first enchanterand a connected
member of the Imperial court, Vivienne is both cunning
and manipulative. We drew on inspiration from high
fashion and religious ceremonial clothing for Madame
de Fer' signature look. ILis meant to reflect both her
high status and her cold demeanor.









HERE LIES

n Inquisition, we visit the fabled Grey Warden
I fortress known as Adamant and, by way of
a catastrophe, return to the Fade. This realm of
dreamers retains the ghostly green and otherworldly
landscapes from Origins while doubling down on
the spooky and abstract. The Fade’s permanent
residents—spirits and demons that embody and
obsess over mortal emotions—create the realm’s
appearance based on what they perceive of the waking
rld, and they get it very wrong, Everything is a bent
reflection of reality, an interpretation of the familiar
through unfamiliar eyes

‘The Fade needed to be a world players would be

ked hard to imply the rules
governing the physics of the realm. At the center is the
Black City. The Chantry teaches that it once held the
seat of the Maker and was known as the Golden
until corrupted by humanity. The Fade's nucleus looks
like the epicenter of a great explosion in slow motion,
with fragments flung in all directions. The closer you
get to the Black City, the more chaotic it gets.
Improved technology through Frostbite meant

we could animate huge pieces of geometry, giving
the space life and immense scale. There is no up in

and y rotate because of
localized gravity. Below, the ground switls in places

om unknow g lights in the distance

are almost windows, watching your every move.







THE WESTERN APPROACH Wilderness arcas were an artist’s playground. We could finally knock down the walls and stretch our artstic legs, ereating a
sense of scale that simply wasn't possible before in Thedas. The Western Approach is a large desert that surrounds the Warden fortress Adamant, and our work h

was all about creating vast stretches of sand, dotted with inviting geology and mysterious ruins. It a lonely place with a lot to sec.










OMINOUS RUINS Follow the path
ofa hidden canyon until you reach a serene.
oasis,and there you willfind the Door.

An important element when creating any
adventure is unraveling mysteries within
‘mysteries within mysterics.




EXPOSED 'he
th













CORNERSTONES Once a ant was a conve ¢ ruin, w e i ould have constructed the structure.

Rather than build with the natural stone, they would h 2 e way fo e vers, not the other way aroun




VISUAL THEMES
n A

In










DESIGNED TO DOMINATE Once
a world:-spanning empire built on the backs of
slaves, Tevinter built to dominate. They used
strong horizontals and verticals, accentuated
with high-contrast materials. As a culture that
‘embraces magic, they would have no issue
‘employing mages to draw massive pillars of

stone out of the earth to act as foundations.






P

ed

i

incorporate griffon wings.

use of s
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THE GREY WARDENS For Inguisition, we gave the Grey Wardens a uniform. We built a scalable suit that could be customized according o each Warden's

preferences. Wi

1d pile on the plat light While we 1d armor extensively, we wanted to
establish a different philosophy for the armor in Dragon Age. Thedas s illed with bandits, mages, demons, the undead, dragons, the blight, and so many other threats.
‘We needed armor that could be kept beside your bed and thrown onas you sprint out the door with your sword drawn.
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BLACKWALL We explored many designs for the Warden known as Blackwall. The sturdy, weathered warrior provided an excellent opportunity to depict the “ideal
Warden,”the kind of hero that children picture when they hear the old stories.
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THE FADE Imagine being hunted through the ship-breaking yard of the world's nightmares atlow tide. In previous Dra
through dreams. In Inquisition, you go there for real. This provided the perfect opportunity to rewrite the Fade’s visual language.

1 Age games, you travel to the Fade







— " WE SHOULDN'T BE HERE We vwantéd tcbrinigasense of immensity 1o the Fade, o grand-scale violence happening all around you, coupled with the
hungry quiet you feel when you'se watehed bya thousand eyes. It needed to feal ke a place where no mortal foot was meant o tread!







L. Itis also where magic appears to come from. We explored many directions

i gravity , and time followed dif 2 you were hunted by

dits creation?
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to see how they might work.

frames on the flyjust



NIGHTMARE PHYSICS 'Th:










OLOGY OF FEAR The es a remains of nightmare debris from which they themselves were bom, Visceral fears
sharp teeth and i arkness, a I coalesced for us n the form of a hideous spider that feeds offlstless dreamers
bling through th
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CHAPTER SIX

WHAT PRIDE
HAD WROUGHT

n past Dragon Age titles, the lost culture of the
Izn(xem elves was relegated to ruins, relics, and
historical bread crumbs. Inguisition gave us the
opportunity to explore what that culture looked like,
to provide a glimpse of the glory days.

‘The temple in the heart of the Arbor Wilds is stuck
in time, a magnificent piece of elven architecture
imagined in verdant, emerald greens and fine gold.
The old trees of the wilds grow thickly, implying the
age and untouchable quality of the environment.
Lichen, moss, and vines crawl out of every bare face,
crack, and crevice. To build this magical place, we
took inspiration and textures from primal forests in
places such as New Zealand and Vancouver Island—
very real places with their own kind of magic.

Ambitious technology and scope helped us get
here. In past games, players might have teleported
into the center of the forest. Now they can discover
the temple for themselves on a proper journey
through the wilds, in a massive level packed with all
the mystery and danger this kind of otherworldly

overgrowth can hide:












DISCOVERING A LOST
TEMPLE The heart o the forest
rewards players with the discovery of an
ancient and mystical structure. As artists,
we had to think what it might be like to
labor through an impenetrable wilderness
and stamble upon these ancient ruins
deep in a pristine, natural environment.
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SPLENDOR OF THE ANCIENTS I
“This s a big distinction from the Orlesians, who
comer only adds to the beauty of the location.

had to speak to th
y things for pretty’




-

7 TR T &




Off (matte stone tiles)

tiles rotate

activation
Sequence v

On (high-spec gold leaf)
L7
TR
2 \es

ve: We wanted to avoid clichéd methods of rendering the temple's magic puzzle tiles and doors,

d uch as having them glo. We came up with a mechanical solution
golden tiles that, ent with the architecture,







TOTEMS Simple shap dtod Different
materials and varying states of decay are applied to the initial design to discover the look we want
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A SACRED SITE An early take on the main chamber of the temple.
the well

a spare and minimalist appearance.









THE EVOLVING STORY Making a world as massive and diverse as that of Dra aturally ss. These studies of the well reflect

cha ade in the story and were drawn f ‘made by the cinematic animators.







ATTACK OF THE BIG BAD Storyboard: tool to tackl like this.
had to communicate a lot of important information to the player. But for the art team, they of the demands of the scene, includi
level art, visual d M: d take in thi dhow it played out.













THE TEMPLE KEEPERS
‘The inhabitants of the temple went
through a range of designs before
we settled on the mysterious, black-
loaked figures seen here.
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THE LIEUTENANTS Samson (opposite) has appeared in previous Dragon Age titles, but

personality. i
and frosty glare still evoke a fearsome adversary.










THE WITCH OF THE WILDS Morrigan is a familiar face among the

different climates, but Iy
s sonis dressed in Orlesian finery







THE AGE OF DRAC
d sound lik

Kk, feel

dup

friggering a fight-or-flight




THE FACE BEHIND THE CHAOS 'Ihe designs for Corypheus
and bis dragon hark back to carly darkspawn design work in the Dragon Age
universe. They are an abominable mash-up of twisted metal, chains,
and organic mass,literally signifying their corruption. By contrast,
Corypheus's weapon is pure: a simple, unadorned sphere. Its
reflective surface is marked with an organic fingerprint

pattern. Below, further sketches explore the particulars

of dragon anatomy,

Damage Stages
Joke stage

!
S aia—










PROVEN HERO 'Ih

with the la velopment e

rough storyboards outline a spectacular dogfight between dragons. Rough and quick are useful when explos

Above: d llustrations are inspirational touchstones for player fantasy fulfillment
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CHAPTER SEVEN

THE WIDER
WORLD
OF THEDAS

ragon Age: Inquisition is a portrait of an epic

D world writ large, but Thedas truly comes to life
in the smallest details: Raw elements. Rare herbs.
Birds scattering and apex predators on the hunt. In
any given region, entire food chains are at work, with
unique flora giving creatures plenty of places to hide.

For those who explore carefully, history is also
visible, from the remnants of Tevinter occupation in
the hills, to skeletons of elven war in the plains and
sand-worn outposts in the desert. Look again, through
an ancient astrarium or a crystalline occularum, to
plumb hidden depths for treasures.

These elements combine to give areas as diverse
as the Western Approach, the Dales, and the Fercldan
Hinterlands a sense of variety—and Thedas a sense
of scale.

Where the single-player experience allowed us to
explore geography, multiplayer let us meet some of
the Inquisition's unsung heroes: the elite warriors,
mages, and rogues who carry out the Inquisitor’s will
in far-flung places. With signature outits, weapons, and
demeanors, these characters are perhaps a bit more
eccentric than their single-player counterparts, but they
workijust as hard to expand the Inquisitor’s influence.




boat docks

‘What would happen if the dam broke altogether




EXPLORING THE DEPTHS

s 0 dramatize




THE IRON BULL The hulking
Qunari companion known as the Iron
Bull was drawn to be the Dragon Age's
ansuwer to a badass action hero. This is
the guy you want fighting by your side
when the stakes are at their highest.
And yet, the complex Bull is far from
justa brute, donning Orlesian finery
not typical of the uilitarian Qunari.









Frosthite engine freed us up to

nter outposts—built in the desert s of their reign—to the ¢

ofthe Storm Co:







REMNANTS OF THE PAS

wwas the largest empire in Thedas.

inters left their mark on much of the continent. Among
astrariums scattered across the countryside to track and int
explored a range of s to find a signature look for the







ARCANE MARKERS The challenge with the astrarium was to design an object that appeared dusable enough to survive the ages, while also cmbodying the
mystical and technical prowess ofts ereators. The gimbal globe design at the top left proved ideal.
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FERELDAN FINERIES High-cnd Fereldan

wares are fashioned out of wood, stone, and ore. ‘The

Fereldan people prefer to exhibit wealth through
displays of strength and permanence, leaving
omamental beauty and more delicate materials to
Orlesian nobles. Their musical instruments
suggestamore rustic and folksy tradition.






REVISITING REDCLIFFE With n

that ‘relden remains he







THEIR GRIM INSTRUMENTS
“The tools of the Venatori needed to be
‘menacing and adequately reflect the dark

fringes of Tevinter culture. Despite never

ting Tevinter in Dragon Age: Inquisition,

an still glean much about their way of
life from the aesthetics of their costumes
and props.

Opposite: The robes worn by Tevinter
nobles reflect a unique culture where magic
s celebrated instead of epressed.









STREET-SMART Serss appearance is
forged in utter defiance of any elven heritage.
She's erafied a d
says exactly who she s. §
lightlayer of armor. A da

for herself that
dy bootsanda
in her belt and
abow on her shoulder. This s al she needs

togetthe job done.












MOUNT MENAGERIE Why ride a horse when you can ride a halla? We.
explored a wide variety of customizable steeds to suit player tastes, including the
grotesque N “Deth Nug”).
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UNITED BY FAITH An Otlesian tiptych depicts Andraste asa warrior and a
matriarch where a more crudely drawn Fereldan panel focuses principally on hﬂ asa
warrior, Images based on Chant differ

the subject matter s the same.

Opposie: Prldan tpesiincomyeykey marments b the Chant of Light Relgons
imagery hel

doubt prevalent in Dragon Age: Inguisition.

forces the themes of faith and
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FERELDEN NEVER LOOKED SO GOOD aplace tolife is allin the details. Murals and dirt-stained standards decorate the country

In farther-flung comers, nature crawls over crumbling towers to show the lack o civilzation, while trees le gles to show its return.










EVERYTHING TELLS A STORY
‘The statues and structures, both religious
and secular, show the influence of culture in
all comers of Thedas. Variations in material,
weathering, and degrees of sophistication
suggesta range of eras during which these
would have been built.






GIBBERING HORRORS Demons take their grotesque forms by mimicking things
abserved in the physical plane. They tend to embody—in appearance and behavior —a

powerful emotion such as fear, despair, or hunger.










THE MURKY CORNERS The Decp Roa a aze, as though the air down there is foul. Much of the detail isleft in shadaw.

Opposite: Even the grandest structures may fall into disrepair. Stll, everything has a purpose, even if that purpose isr't what was originally intended.
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BIOLOGICAL DIVERSITY The expansive
wilds of Thedas boast distinct ecosystems populated by
all manner of beasts. These creatures all draw inspiration
from the real world. While they're fantastical, it should

e possible to tell who' at the top of the food chain and
who'sat the bottom just by looking at them. There’s
alogic to their relationship. Not everything can
be anapex predator.
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ROUGH APPROACH It rare fora
first pass to be the only pass needed to nail
downa design. We drew animals ofall shapes
‘and sizes to find the few that worked well
together, It was especially fun to explore the
limits of what would be believable in our big,
weird world.







HOSTILE ENCOUNTERS Here are

some of the more fearsome creatures we designed

for Dragon Age: Inguisition. The mangled toes and
scars on the giant’s shins hint that adversaries can
typically only reach their knees



WINTER CLIME

has spread,




CASTING CO-OP The expansive
‘multiplayer cast presented a unique challenge.
Each character had to be distinct and recognizable,
with strong silhouettes. It was a great opportunity

to explore some of the characters and factions in

‘more detail




ASEEKER FORTRESS Squat, and approached bya narrow path, Therinfal Redoubt needed to look impenetrable, but also lived in—with all the trappings of a
tough and exclusive order dedicated to Chantry justice.



FUNCTIONAL SPACE 'The Secker Fortress is not terribly arnate. It s, after all, a militaristic building. The odd statue and decorative window isa tasteful
reminder of the traditions of the order and its ties to the Chantry.

Opposite: The chambers of the Orlesian elite are glossy and polished, especially when contrasted with the quarters occupied by thy
















STEP INTO THE WORLD OF BIOWARE’S
NEXT-GENERATION FANTASY EPIC

the pi'm: ss of crafting its latest masterpi

over never-before-seen artwork and gain insight ir

\
" “Absolutely breathtaking”

—Destructoid
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—GamesRadar
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