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W FOREWORD

First and foremost, I would like to thank all of the backers who made this game possible. If it

wasn’t for your love of Wasteland, none of this would have been possible.

Thank you for everything.

My position as Art Director came as a battlefield promotion. Although making games is not a
literal war, developers sometimes need the discipline of a soldier to aceomplish our goals. I have
been in the industry for a long time, and have been lucky enough to work on many great RPGs.
The Torment and Wasteland series will always be among my favorites because of the fond
memories that [ have with the people involved in creating them. I truly appreciate everyone who

helped recognize my abilities and gave me the chance to soar on these incredible games.

Working on Wasteland 3 has been an almost literal journey, and this book represents the
culmination of hundreds of developer-years worth of creativity, hard work, dedication, and
collaboration by a lot of very talented people. The art contained within this book is only a small
portion of what it takes to create a game as large as Wasteland 3, and I hope that it helps to give
you a greater view into the inner workings of game development and art creation. Our team took
a hard look at the Wasteland universe, pushed our technology and art to the next level, and made
sure that every step of the way we continued to hold onto the grand spirt of this unique world that
you hold so dear.

Like most of you who are reading this, we are Desert Rangers — brothers and sisters by choice and
dedication. As a family, we have overcome many hardships and trials to get to where we are now.
In faet, this commitment and collaboration is what makes Wasteland 3 so amazing — it is a cold,
hard world out there, and only with others can anyone hope to make it through.

[ want to take this opportunity to thank the entire cast and crew who have made the Wasteland
universe what it is today. This includes all past and present team members, as well as you - the
backers who trusted us to create something truly memorable. We hope you will enjoy the world we
created for days and years to come...

I would also like to give a very special thanks to Brian Fargo for not only ereating Wasteland and
providing inspiration to us all, but also for giving us the support and encouragement to iterate until
we got things just right.

This one’s for you.

Now back to my Squeezin’s,

Aaron Meyers
Art Director, Desert Ranger
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The saint of hobos, the god of drunks, the
only reason Snake Squeezins is still in
business, Scotchmo originally hailed from
Rail Nomad, where he started drinking after
his wife died - and never stopped
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Once the eream of Colorado Springs seciety,a feud with Patriarch
Buchanan and exile to the lawless eastérn plains have - in a single
generation- curdled them into toothless, fur-wearing, blood-god
worshiping, hillbilly psychos. Makes you wonder about nature vs.
nurture, don’t it?
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FISH-LIPS & HARD-HEADS
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PEOPLE OF THE WASTELAND

Sure he’s a cannibal, but he’s also an asshole. The leader of the
Hardheads, a gang of toughs who specialize in scavenging oversize scrap
- like airliners and factories - Fishlips has developed a taste for human
flesh, and most of his followers have followed suit. And why not, humans
are the best fed meat in the wasteland.
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JODIE BELL
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Just a good old gal, never meaning
no harm, Jody Bell is the daughter of
Arizona farmers, who grew up fixing
cars from an early age. Consequently,

she’s handy with tools and tech. She’s a
recent recruit to the Rangers, joining up
to help keep Arizona, and particularly
her ma and pa, safe and sound.




CHAPTER 1

FLAB (HE INHALER

e
]

PEOPLE OF THE WASTELAND

NOSSIM Y1

} =%
e R

Siadey Lk
R Tt Ty
R | S ¥

Al

b"_'_: e
o T

&

RSN,

ft
- LA



i\ A s .
< A
L B

2

MACTAVISH

S

" REE gy
o e ¥

PEOPLE OF THE

WASTELAND



2

CHAPTER 1

FARAN RRYGO

nd

PEOPLE OF THE

WASTELAND




f R oy B O ¥
R o ¥ o

4 \

(g B | =/

T e ”

-’\Y.'; (ep, ' (0 Yo E - B
By i b .

","-CHAP'T_E?ﬁf'l PEOPLE OF THE WASTELAND

SCAR COLLECTORS
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THE PATRIARCH
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Saul Buchanan is the abso
the spirit of America

winter-bound ea

and his personal n
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Not everything in the world is on this map. Not

everything on this map is correct. Even if it is

correct, it’ll probably be wrong tomorrow. Sure is
pretty though.
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LOCATIONS

Hisoobnt

Las Vegas was destroyed by killer robots, but the spirit of the strip
lives on in Little Vegas, Colorado Springs’ classiest nightelub,
casino, and brothel. If you want to throw your money down a green
felt hole, drown your sorrows in high-priced booze, or cateh a social

disease, there’s no finer place to do it.
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CHAPTER 2

THE PATRIARGH'S PALAGE
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Worshipped as a god by the Gippers, Ronald Reagan
has been given mechanical form by their artisans, and
now stands sentinel over their Denver fortress - a giant
moving statue that ean shoot lasers out of its eyes and
encourages the Gipper troops with folksy and patriotie
phrases.
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What the well-dressed survivor is wearing

From harnesses of makeshift serap, to high tech prewar armor, to
. the mad inventions of colorado’s erazed cultists, there’s armor to suit
mRLES everyone’s needs in Colorado. Some cost next to nothing. Some cost a
' fortune. Some ean only be acquired with a bullet or a blade.







ARMOR

"CHAPTER 3

Verchitin Armor - thumbnail 1
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There are ten-thousand ways to die in the frozen wastes of
Colorado. A good twenty percent of those ways are different
kinds of weapons, from c¢lubs to knives to guns to energy
weapons to bombs, somebody’s always coming up with another
way to do their fellow Coloradans a bit of no good.
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~In a land of perpetual snow and ice, vehicles have to be tough

“ just to drive to the market. Add cultists, militias, gangs, and
stampeding bison that could knock you off your treads without
breaking stride, and Colorado vehicles need to be well armed

. too. Make sure you use your turn signals.
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VERICLES

VEHICLES
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Robots come in all shapes and sizes and were designed for
many different purposes. Unfortunately, most of those original
purposes have either been forgotten or overwritten, and a new

purpose has become paramount - kill all humans!
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ROBOTS
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Dangerous environments breed dangerous creatures. Mix in
a hundred years of radiation-assisted evolution and you’ll get
some real monsters. And those monsters are hungry. There’s
not a lot of food in a land of permanent nuelear winter, so
human is definitely on the menu.
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CREATURES & ENEMIES
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From PSAs of a time before the war, Peek and Poke are all
that remain now in the cold streets of Colorado, still somehow
imbuing the wild wasteland with its didactic dos and don’ts.

16



PEEK & POKE

weapon modding

lockpicking
mechanics

armor modding

nerd stuff
foaster repair
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PEEK & POKE
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52 : _ ; ' _ Everybody’s selling something, right?

The world has ended, but the art of selling lives on. From prewar

snack-cakes to irradiated cigarettes, there’s plenty of produet out
there to satisfy a hungry market, so how does a mostly non-toxic
liquor or lunchmeat stand out in the crowd? Advertising, of course!
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CHAPTER 9

The art of creating icons comes in clearly getting across a complicated concept or action
in a single image, and we have certainly challenged our artists in that regard. Some
really weird shit happens in this game.
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Wasteland 3 Art Team Wasteland 3 Production
Aaron Meyers Josh Jertberg Tim Campbell
Alisha Klein Jun Choi Jeff Pellegrin
Carlos Mendieta Matt Fagan Kitty Lee
- Charlie Bloomer Megan Hourcade Calder Tillet
Christina Entwisle Paul Fish
Dan Glasl Paul Moya Art Outsource Manager
David Brossoie Quang Tran BrissintTisheioz
Erik Duncan Rico Cilliers
Garrett Bryant Sung Kim Publication Support
John Winocur Thang Tang
Josh Deeb Thomas Konkol SR E e
Waypoint
Additional Artists Executive Board
Andrée Wallin Michael Lamit Brian Fargo
Cornelia Booysen Kelli Cairns Chris Keenan
German Roverso Michael “Maxx” Kaufman Matt Findley
Jin Hao Villa Stan Seo Elene Campbell
Cherrelle Ann Consulta TJ Frame
Jonathan Jackson Ong Yong-Ha Hwang

Art Groups

Burn Visual Illustration
Lemon Sky Studios _ __ - ' ENTERTAINMENT
Motion Logic Studio 5 '. . ')
NXA Studios

Climax Studios



