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Saviors and the Innocent
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FINDING TREVOR

Thad nitially drawn Trevor to look older, but the voi had been talking ded
alot younger, so I started playing around with younger-looking versions [otton: of opposite
page]. Then, i ditioned and some fell iroughand. Tstarted draw-

ing older versions again. It was a struggle. I remember one nighe [ sat down to draw and it all
came together. I drew a sketch of Trevor holding his whip up with the snow falling and T had
an epiphany with that sketch, He was this surly, pisscd-off, much more grim take on him,
racher than the young, less-bear-up version that was in these other sketches, From there it fell
into place,  just had to draw that one sketch before che flooding oue” —Sam Dears

Allart on these pages by Sam Deats.
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The only note that I ever had for Sam on the designs was that [ wanted the main ck ters to cach have a color scheme that fele close to their ol ne sprices. Trevor has that same

kind of tan-brown palette with some red flourishes, Sypha has the blues, and Alucard has the yellow and black.” —Adam Deats

CHAPTERI SAVIORS AND THE INNOCENT




For costume rescarch, artwork from the games is important obviously, and fashion shows, oddly enough, can be really inspirational. They have a lot of interesting shapes. There's

historical looks too, which are often kind of dull, however, so you end up wanting to take advantage of the fantasy settis nd add some anime flair to a lot of things.” —Sam Deats

5]” —Kevin Kolde

We looked up costuming from this time period and they all would have been wearing those puffy short pants. [/
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“We make subtle changes along the way to
try to improve the design cconomy where we
can. For example, between season 1 and 2 we

tucked away some of those knives that were

previously on Trevor's bel. Little things like
that go a long way. His Morningstar Whip

was the biggest pain in the ass, so we would
devise ways to keep it hidden uncil it was

needed.” —Sam Deats

‘Onc of our own in-house artists, who s also
a programmer, Krishna Jain, helped writc a
script that would generate a nice chain along
apath with options for scale and roration that

really helped us with “Trevor’s Morn

Gt

Whip. He also contributed several scripes

that helped usall throughout the production
pipeline.” —Stephanic McCrea Rainosck

Season 3 costume concepts by Katie Siloe.

e concepis by Katie

Sikva. (2) Season 2 and (3) season 4 costume designs

by Sam Deats,cleansp by Stephanie McCrea Rainosc.

CHAPTER I SAVIORS AND THE INNOCENT 15
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foil for his melancholy.

Lefi page: Early concepts by Sam Deats. Right page: Character designs
by Sam Deats, backgrounds by Robby Johnson.
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Early concepts of Sypha at the top picured a youchful ircction that wasn't qu . Afier Sam found he direction for Trevor, the Sypha 1 the botzom flo

out immediately as an extension of that direction. e: Early style tests and characte

CHAPTER I SAVIORS AND THE INNOCENT 17




In the games, Sypha was originally writcen as a magician for the church. This was no longer the case for the serics, and so any Lef pages Eavly concaptsand expessons by Sam Des.

shape language in the designs that mighe recall the church was avoided. Sam felt thar his explorations of hairstyles for Sypha Right page: (1) Sypha season 3 costume concepts by Katie

included s subconséious ‘705 and '80s anime infiuence that fele appropriare: S 3] pluoisoh LA g iy Shva o

18 GSTLEVANIA: THE ART OF THE ANIMATED SERIES



Because she is a Speaker Magician, Sypha's
robes were designed with a songbird motif in
mind; the robes and pin recall feathers and
bird-like shapes. Her revised season 3 costume’s
cold-shoulder top (ibove) showed offher cool
batele scars while allowing for greater mobility

during monster fights alongside Trevor.

“While minor details added o the character,
such as a blush or curs, arc fun and add to the
story, they are a pain to keep track of during
production. There are so many situations of
needing to revisit shots where Trevor's blush
from when he was drunk or a cut was left out

ofasequence.” —Stephanic McCrea Rainosck

CHAPTER I SAVIORS AND THE INNOCENT
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Advian Alucard Tepes
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Lisa, a learned practitioner of medicine and science, as well as Dracula’s beloved wife, was accused
of witchcraft and burned at the stake. “The eyelashes and eye designs were a big focus for us when
we were looking for the touchstone that we could grab and usc from the Kojima designs, and we
had lots of debates on the amount of eyelash to use and how to draw them.” —Kevin Kolde

(1) Season 1 Lisa by Sam Deats. (2) Season 2 Lisa designs by Sam Deats, ceanp by Stephanie McCrea Rainosek:

eyelashes. [Laughs

“We were trying to pare those Kojima eye
designs down inco a sct of shapes that could
then bleed out inco the rest of the characters,
without using too many lashes. Although
sometimes I think about maybe adding more

—Sam Deats

CHAPTER I SAVIORS AND THE INNOCENT
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by Katic Silvaasa f s wh till studying charcoal painting at art school, chis digital oil painting of Lisa prompeed che P

rk full iimeasa ies. This initial batch of pa d Lisa, the Dracula family porcrai (p and the porerait of Leon Belmon

CHAPTER I SAVIORS AND THE INNOCENT 29
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Background Characters

No mater how small heir pare, cach character onscreen necds to be thoughefully designed

with model and expression shects for the animation team to reference.

Left page: Designs by Sam Deats

THE ELDER SPEAKER

“The leader of the group of Speakers that Trevor defends, then befriends:

an experience that leads to his meeting Sypha, the Elder’s granddaugher

THE ARCHBISHOP

‘The odious archbishop meets his fate nor long into his sclf-congratulacory

speech in episode 1 when Dracula destroys Targovistc.

32 QSTLEVAN[A: IHE ART OF THE ANIMATED SERIES



MERCHANTS OF THE LAND

Le

(who extracts the teeth of the

A season 2 merchane d ason 3 sleazy merchant

MRS. DJUVARA

paticnt before the bishop’s pricst goon squad destroyed her
life
£ Mrs,

’s work, and took her away for exccution, was the

simple vl Djuvara

(1) My, Dj
by Ed Booth. (3,

(2) Merch
g by Jul

CHAPTER I SAVIORS AND THE INNOCENT
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SHIP CAPTAIN

For reference, T looked at fabrics from the Kru people of Liberia because they
have such a strong maritime history. The design on the top right was jusc another
Katic Silva

option, but they chose the better caprain, on the left!”

(1) Captain designs and carly concept by Katie Silva. (2) Crewmen designs by Evgeny

Lubaes,

ip by Bo Li

QSTLEVAN]A: THE ART OF THE ANIMATED SERIES



MIRANDA

While most designs were typically completed before casting, the reverse was true

for the magician Miranda, and so a request was made for her face to resemble

Barbara Steele, her voice actor.

(3) Miranda and shopheeper designs by Katie Sitow. (4) Tunis overseers designs by Evgeny
Lubacu, cleanup by Bo Li.

SHOPKEEPER

Blind, but with such a keen sense of smell that he can identify a forgemaster by

scentalone, the Tanis shopkeeper, a purveyor of occult items and weapons, wiscly
aids Isaac by giving him a magic mirror that reveals Hector’s whercabouts:
Carmillds castle in Styria. Isaac uses this imporeant information on his quest to

avenge Draculss murder, and the shopkeeper remains alive and uncaten by Isaac’s

horde of night creatures, who are patiently waiting just outside

CHAPTER I SAVIORS AND THE INNOCENT 35



SAINT GERMAIN

A curious, sccretly magical man whose mission to find his lost love chrough the Infinite

Corridor intertwines wich Trevor and Sypha's demon-hunting prerogative. “His outfit has a
combination of Shakespearean and Tudor references, and his cloak has the drab green color
of an old black garment that’s been washed and worn for a long time. His hair is the color
that it was in the games, but he's got more facial hair now to show that this is an older version

of him. He's not put himsclf together neatly; he’s not really erying too hard!” —Katic Silva

Allart on these pages by Katie Sitea,
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SUMI

The designs here are based on research of the Sengoku period in Japanese

history. Sumi we

astraw rain cape. The bottom row of this spread includes

imperial cou rd outfits with an original symbol created for Cho’s court.

All art on these pages by Katie Sitva.
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TAKA

Taka sports a deer hide worn for horseback archery. Perhaps because of their youth-

CHAPTER I SAVIORS AND THE INNOCENT 39
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ZAMFIR

and her bele pattern is i

called the Eye, which means protection.” —Katie Silva

CHAPTER I SAVIORS AND THE INNOCENT
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THE WIZARD

The wizards coat of many coats was
meant to give him the appearance of
aposer king, with the trappings and

symbols of royalt ned only

through magical ereachery,

“The wizard

in the desi icfas having

cape—but what we ended up with

looks like a rawberry candy to

me” —Lina Ny

(1) Wizard design by Lina Nea.

SALA & THE CULTISTS

‘Sala’s huge anime eyes were there to give him the look of that kind

of old Byzantine painting that stares into your soul. His d

also hasa bunch of intentional tangents in the clothir
old medieval icon painting feel. You don't wane this guy looking

bsolute favorite to draw!” —Katie Silva

atyou. He's 1

s by Evgeny Lubaco,
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ADVENTURER LADY

Design bricfs for the adventurcr lady requested that she have a Katharine Hepburn

Indiana Jones-type aura,in a Tudor-cra costume with anachronistic flourishes

(4) Adventurer Lady design and (5) early concepts by Kaie Siloa.

THE ALCHEMIST

The key necklace, used to open a portal to the Infinite €

that are a visual nod to the portal device in Sy

similar to the Infinite

poreal with a visual flav

Ay concepts and (7) final design by Lina Neo.

CHAPTERI SAVIORS AND THE INNOCENT
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THE ]UDGE
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LINDENFELD VILLAGERS

ly based than

CHAPTER I SAVIORS AND THE INNOCENT 45
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(1) Lindenfedwomen designs by,
desgns by Eugeny Lubaev.and.
Lubacn, Julia Shi, Katic Sit
Rainosck. (3) Barkeep concepts by Danny

up by Engeny
wie MeCrea

LINDENFELD BARKEEP

the barkeep, T wanted to draw someone instantly huggable. Just a gregarious dude making his

ho probably knows the personal problems of half the village. He only had the onc line about

\g Trevor a free beer but it kinda says a lot about him.” —Danny Araya

QSTLEVANIA: THE ART OF THE ANIMATED SERIES



TARGOVISTE PEOPLE

“We never had limitations put on us in terms of how far we could go with violence and gore. Episode 1
set the tone with Dracula’s attack on Targoviste and we wene full gore, full bore. The audience is

obviously going o be sympathizing with Dracula up to that poin, but we had to pull it back and remind

aving this dismembered kid in the street and juse guts everywhere

I kind of

everyone what he wa

capable of. F

was part of making it horrific so that you take a moment to stop and think, ‘Even thor
wane to root for Dracula, chis is actually kind of fucked up!’ So, a tha poine it served the story, and

from there on out the gloves were off, and it influenced everything that came after” —S$am Deats

CHAPTER I SAVIORS AND THE INNOCENT
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TARGOVISTE ROYALTY

were based on
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Carmillas Gouncil of Sisters hatch a plot to fill the power vacutimindDfacula’s absence beginning in scason 3.

Character art by L



CHAPTER II ——mm

Demons and the Damned
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DRACULA'S ARMOR

isode “Last Spell,” Dracula dons a

n a flashback

of cool” in m I research needed. It was, howeve

created to feel real, substantial, a

by Sam Deats. Rigl
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Afer a prolonged batle, Alucard stakes Dracula.
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The Bishop

“The bishop meces his facc carly on in the scrics s the instigator

of the primary chain of events. “Luckily” for him, he makes a

reanimated recurn appearance lacer in the series

Left page: Avt by Katie Rightp
(2) Reanimated bishop design by Isaak Ramos

: (1) Bishop design by Sam Deats,

The digital workflow ax Powerhouse occasionally
offers cfficiencies such as the use of a code
script that can produce the artwork of a chain
based on an artist-placed guideline, bue
these computer assists only have limited
practical usability. More often than not,
complex, difficult-to-animate objects like

chains are still eraditionally animated by hand.

CHAPTER II DEMONS AND THE DAMNED
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HECTOR'S PETS

Sam decided to make Cezar a pug in honor of his own pug,

Bunny, who passed away carly in production

YOUNG HECTOR

In a flashback we learn that young Hecror discovered he had the ability to harness magic asa
forgemaster when he was able to reanimate a deceased pee dog. The magic coins he used in the

flashback are inlaid in the forging hammer we sec him usingas an adult in scason 2.

CHAPTER II DEMONS AND THE DAMNED
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complete

 humanity. Isaac is accompanicd on his mission

creatures, reanimated and transformed from
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YOUNG ISAAC

Showing time’s passage, Isaac’s body scarification evolves from his young design to adulthood.

CHAPTER II DEMONS AND THE DAMNED 65



Silva. (3) Liaac season 4 costume concepts

and Lina Ngo. (5) iaac season 4 final
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Godbrand
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GODBRAND’S VlKlNGS

The Vikir mbers’ desi

CHAPTER II DEMONS AND THE DAMNED 69



Carmilla

The leader of the Council of Sisters, Carmilla swooped in with

a plan o fill the power vacuum left by Dracula’s demise. Zeft
This carly Carmilla concept references her Lords of Shadow
design, but the gratuitously featured bosom from the game

ultimately didn't fir the character as she appears in the series.

v: Carmilla’s flashback costume de

srmilla carly concept by Sam Deats. (2) Carmilla flashback costume
Wong: (3) Art by Olivia Sweet, cleanup by Lina Neo. (4)
y concepts and designs by Sam Deats.
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FATAL FASHIONISTA

71
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“Carmillds nightgown was so big that we had to
send two model sheets for it, onc for the frone view

and one for the back.” —Katic Silva

(1) Season 3 Carmills costume design by Katie Sitva and
three promotional art concepts by Olivia Sweet. (2) Carmilla
nightgown design by Katie Silow. (3) Traveling Carmilla
by Katie Situa, cleanup by Engeny Lubuer

e designs and carly conceprs

(4) Sesson 4 Carmilla fnal
by Lina Neo, cleanup by Suzanne Sharp.
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pe character wh

Striga

ga was originally supposed to be more of asneaky

really fe

stab you in the back or take you out with poison, but no o

r with cach pass until she became a

Karie Silva

designs, so we kept drawing her bigger and

seven-foot-tall warrior with a huge sword

(1) Striga design by Katie Silea.

(2) Season 3 promotional art by

Valkyrie, cleanup by Ling
ol

, early design concepts
armor and sword

TLEVANIA: THE ART OF THE ANIMATED SERIES
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STRIGA'S BATTLE ARMOR

Debi

ish bts.

CHAPTER II DEMONS AND THE DAMNED 75



Morana

With origins in ancient Sumeria or Mesopotamia, Morana

is the oldest of the Council of Sisters. Morana’s name was

inspircd by the Slavic pagan goddess who is connected to

scasonal rites about the cyclical death and rebirth of nature.
Desi,

with accessories inspired by more ancient times.

Katic Silva incorporated Elizabethan silhouettes

Her carrings reference ancient Sumerian designs that
might be worn by a queen. Her shawlis based off of some

thing called a kaunake, which is only depicted in ancient
stone carvings, so we don't actually know whether it was
made of lcaves, or feathers, or fabric, but it is supposed to

be someching that she’s had for a very long time. She's got

modern cut-crease eyeliner!” —Katie Silva

Allart on these pages by Katie S

76 QSTLEVANIA: IHE ART OF THE ANIMATED SERIES
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Lenore

The diplomatic vampire am

i the Council of Sisters, Lenore uscs her skills to manipulace

Hecror into doing their bidding until he is molded into their own resident forgemaser

Lenore was Katie Silvals first design on the series after joining the Powerhouse crew

Al art on these pages by Katie Sikva

78 QSTLEVAN!A. THE ART OF THE ANIMATED SERIES



“Her eyes are very much inspired by the way that Ayami Kojima draws eyes. She'll give cereain

characters these droopy doe eyes with enormous rises.” —Katie Silva

“Lenore was described as  sort of winter princess, or princess
in mourning (chus che veil), who was the type who mighe press
flower petals into a book in her nice room. In the end Tjuse
threw everything chat [ love together into one design, and

atie Silva

that’s Lenore.”

CHAPTER I DEMONS AND THE DAMNED
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Above: Lenore’s design for season 4.

“She’s probably the most fun to design shoes for. My procss for Lenore

was to basically design shoes that I would want.” —Katie Silva

CHAPTER II DEMONS AND THE DAMNED 81



Vampive Generals

Originally scripted to perish in the flood of holy water along with their vampire troops

in scason 2, Draculd's vampire generals were spared by a special request from Sam Deats.

“We wanted to have them stick around a bit longer so that Trevor, Sypha, and Alucard

could have some good minibosses to the upcoming opening bacele.” —Sam Deats

Chaacter designs by Sam Deats leanup by Stephanie McCrea Rainosek and Robby Cook

DRAGOSLAV AND ZUFALL

Dragoslav and Zufall were dc

ned to be intimidacing if somewhat understated generals in
Draculis army—especially when compared to some of the more cccentric members. “I think

Dragoslay is Slavic and Zufall is German. That was basically their whole description, since

they weren't originally scripted and were juse written as ‘Draculas generals!” —Sam Deats

82 QSTLEVAN]A THE ART OF THE ANIMATED SERIES



RAMAN

Raman is a vampir

ral from India inspired by some of India’s own vampiric lore.

SHARMA

Another Indian vampire gencral,
Sharma was a member of Draculs
army that illustrated the scope of

Draculd's global influcnce and power.

CHAPTER IT DEMONS AND THE DAMNED 83



CHO

A vampire gencral from Japan, Cho first appeared in

Sumi and T flashback, we learn of her crucl imperial court stocked

with human slaves who are forced to watch as she bateles oncoming

heir blood.

84 ‘éSTLEVANIA: THE ART OF THE ANIMATED SERIES



CHO’S COURT

Cho's coure was populated by her vampire
soldiers, human slaves, and a human *honor

guard” consist Taka and Sumi. The

soldiers’ chest a

wor design includes a mon
(crest) of Cho's court created specifically
for the show, with clements that simulca
neously resemble a bat and a butcerfly. This
was inspired both by her vampiric nature
and because her name translates from

Japancse to *butcerfly

CHAPTER II DEMONS AND THE DAMNED



i

Y design was intended to be big, masculine, and spiky, wich lots of red and black. I wanted
ning chair. The feedback on his

neral equivalent of an cxpensiy

“D
him to look like the vampire
design was that he looked like ‘a proper nun-cating bastard! * —Katie Silva

(1) Dragan designs by Katie Slew. (2) Dra
15 by Lina Neo. (3) Iean design by

soldie
e Sharp. (4)

deanip by

ek design by Katie Silea

QSTLEVAN]A THE ART OF THE ANIMATED SERIES
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RATKO

Racko is a “big, buff warrior-type vampire” who uses a seabbing sword as

his weapon of choice. Ratko and Vamey are both Targoviste vampires.

Ratko and Varney designs by Katie it

VARNEY

Viewed from certain Varney's collar visually recalls the seythe

of Death, and for good reason. “Varney is my favorite character to

draw. He is the only character drawn with hair to em-

phasize his greasiness. T remember when designing him, we only

SeNtIwo r and the only feedback was “Take the fucked-

up sock offof de

1 A and put it on design B " —Katic Silva

QSTLEVANIA: IHE ART OF THE ANIMATED SERIES



Death

Sam Deats wanted the Death design to extend beyond the typical Deach im:

“I wanted to do something that fcle a little more organic, because Trevor describes
Death as ‘a creature, as he would the other monsters in the show. I wanted him to

fieel more like an ethercal spiric than a skeleton in a robe.” —Sam Deats

Death design by Sam Deats and Katie Silua

The standard skull was not grandiose cnough for such a formidable /
character, so the cranium itsclf was excruded into a grotesque crown

asanod to Death’s own elevated perception of himsclf

We always include an eye close-up on model shects, and I thoughe
I was being really funny by including an eye closc-up for Death

but no one elsc thought it was funny —Katie Silva

CHAPTER II DEMONS AND THE DAMNED 89



920

by Sam Deats.

2

Storyboards fearuring Trevor' fight with Death in [E9$4]. A bale sequence played for cool action with ~ *The seript would say t
less formidable focs precede akes continue to clevae for Trevor afier his companions are  the frecdom to just
loscandheis eft alone. Trev

cvident painand in mort into chis huge fon

ingwith this level of

QSILIVANIAv THE ART OF THE ANIMATED SERIES

ch ten times! and so [ had

ue onscreen, Death g

—Sam Dears



The final line in the script is “Trevor Belmont just died! but cpisode 9 isn't the final episode in the scason. T actually had the scripes for cpisode 9 and 10 at the same time bue deliberately

only sent episode 9 to Sam because I wanted him to cry. But he was really busy so he didnt get around to reading it unil he also had 10 later, thwarting my evil plan” —Kevin Kolde

CHAPTER IT DEMONS AND THE DAMNED 91




Dracula’s Soldiers
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Sturian

Soldiers

hoes the curved shapes found elsewhere in Carmilla’s castle; the metal armor is

CHAPTER II DEMONS AND THE DAMNED
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pive Wizard

abil al tin b

Pam

The thread and needle references thro

creepy swamp witch relate to her
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his vampire wizard were

nd her puppets.

VAMPIRE MAGICIAN

agician is one of the first villains Sypha and Trevor encounter

s the fully charged Summon
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aBeasta of the Night

ral forms are mashed up into demon beasts to populae

(1) Early nightcreatoe

BLUE FANGS

Blue Fangs is a demon of Dracula’s horde that leads the actack on Gresit, personally disposing of the bishop along with throngs of villagers doomed by the bishop's unfortunate actions.
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THE CYCLOPS

The Cyclops is a formidable foc with a terrifying eye beam that turns ies victims to stone. “I wanted to evoke

astone quality in its body and its limbs. T tried to depict the Cyclops’s flesh as ifit had overgrown calluses

completely coveringit.” —Sam Deats

(1) Goclopsdesign by Sam Deats,cleanup by Spencer Wan. (2)
Fire Drake d
MeCrea Rainose

o, cleanup by Stephanie

Spencer Wan, deansp
by Ed Booth. (4) Gaibon design by Spencer Wn.

FIRE DRAKE

“When cleaning up the Fire Drake, Spencer senea note back about
the creature missing scale. I was confutsed on how to show that, so

Tadded an exaggerated ground shadow to show his ‘cale’s when

checking back in with Spencer we realized he meant ‘scales’—and
thus, Fire Drake is the only design that includes a ground shadow.”

—Stephanic McCrea Rainosek
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SLOGRA

Slogra is a raptor-like demon with a spear weapon. Slogea and Gaibon are both

well-known monsters that appear in the Castlevania g

s, and fight together as

aduo in Symphony of the Night.

GAIBON

Gaibon s a firc-breaching demon
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Storyboards for the Cyclops and Trevor fight. Spencer also animated a sizable portion of this sequence
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BALD PRIEST

In the season 1 episode *Necropolis” a bald

pricst gets his eye forcibly removed by Trevor

ohe. In the following cpisode,

“Labyrinth,”

¢ pricst is seen in the crowd
menacing Trevor with a bandage over one cye
socker, ready for revenge. He promprly loses

the second eye. As a referential his body

is later seen in season 2 on the pvk of corpses
that were recovered for Hector to reanimate
into undcad creatures. This night creature is
his final form.

(1) Bald priest design by Spencer Wn, dleanp by
Evgeny Lubae. (2) Hummerhands design by Spencer
Wan, cleantep by Rabby Cook. (3) Velocivampire design
by Spencer Wan, clearnup by Ed Booth. (4).
design by Spencer Wan, cleanup by Evgeny Liubacr.

HAMMERHANDS

Hammerhands was designed for practical purposes: to be a massive foe wich crushing fiss.
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VELOCIVAMPIRE

The Velocivampire was created to be a speedy demon

MALPHAS
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Designs on these pages by Julia Shi, Katie Slea,
and Sam Deas. Cleantp by Engeny Lubace,
Katie Silua, Stephen Stark, Stephanie McCres
Rainosel, and Jose Viga.

ISAAC’'S MONSTERS

Many of Isaa

ight creature designs were inspired by mythical creatures
from African folklor, including the Ninki Nanka, Rompo, Bultungin,

Grootslang, Impundulu, and Abada (Isaac’sdemonic unicorn mount). Others,

like the orange fish-like Merman, were inspired by Castlevania game

characters. A few of them are entirely original c:

widdle left, with child in pouch).

ations by Powcrhouse de-

signers,such as the Fisharoo (his page,
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WILD NIGHT CREATURES

Classic Castlevania creatures like the Minotaur and Wolfman,

among others, make various appearances throughout the serics.

(1) Wild night oreature desigus by Julia Shi, cleanup by Evgeny Lubacy and. Julia Shi
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SEASON 4 NIGHT CREATURES (’T
Scason 4 incroduced a slew of new nighe creatures, both wild and domesticated, including ~— -
farney's giant pe owin lizards. When Sam Deats %,‘ng
ght creatures in episode § with “abnormally large = PN
P
\
=

e
vg st he saw an opporeunity co slip in an Easter cgg from the Castlevania ~
games by referencing the design of the Golem boss in Zanient of finocence. N )
v
\\Q—éff (j
X [Ty,
NS
- (A
ES % 4 N

the scripe mention the nec

P

Wil

108 QSTLEVANIA: IHE ART OF THE ANIMATED SERIES



“Alot of thought gocs into naming our night creatures. On this page you can sce
Crusty, Rusty, and Dusty (the lobster trio), Brainy (his head looks like brains|

Chomps (he has big teeth), and Twins (with two heads).” —Katie Silva
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GERGOTH

Gergoth is a creature from the games, with flesh falling from ies body and a beam of encrgy that shoots from its mouth.

ARMORED BEAST

The Armored Beast was also inspired by an in-game creature
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Abel

Abel is an innocent devil who was forged to protect and fight alongside Isaac

1, and Su Armoved Beast

th designs by Evgeny Lubaev, Katie S
ny Lubaev and Katie Sitea. Right page: Abel des

Sharp.
by Katie Silva.

(1) Ger
design by E

“We wanted Abel's d

n to be prety accurate to the games (cxcept for the pink crystals, which were removed for case
of animation), but it was impossible to fin

of Dar

od reference of how the wings work at the back of his head. I watched so

many play-throughs of the Civ

; Isaac boss fights, but they were cither exeremely dark, 144-pixel quality, o

the shot was perfect and clear but the back of his head was covered by the health bars like a cruel joke. Our production

assistant, Diana Gémez, saved the day by finding the clearest shots to reference.” —Katie Silva
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Demons

“The five-legged goar demon is roughly based

on the demon Buer, from ‘the 16th-century

grimoire Pseudomonarchia Daemonum and ics

derivatives, where he is describe

President of Hell) accordi

—Stephanie McCrea Rain

Since this erearure was also described as some-
thing that resembles Sagiearius, Sam Deats
used this prompt to mix the lion and archer

clements to complete the demon

Lefi page: Designs by Sam Deats, cleanup by Stephanic
McCrea Rai + Demon design
by Evgeny Lubae

by Sam Deats
MeCrea Rainosel:

uche and weapon designs

p by Evgeny Lubsev and Stephanie

Demons inspired by the Castlevania
game monsters: Buer, Ukobach, Flame

Demon, and Malachi.
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Dracula’s Castle

5F his power, and the store of centuric

An impossible, intimidating structure, the architecrure mixed with scrange contraptions throughout w £ be pares of
of accumulated knowledge, Dracula’s castle is an iconic im n the series. “The a scientific research laboratory or mi part of the s that teleport
idea with this castle was to make it this otherworldly, enormous thing that s the structure. There was talk initially of having pares of the buildir
a lieele too big, it's been a problem coneract in on itsclf before moving, but chis was befor
arious times. It has a typical Gothic  was actually going to move.” —Sam Deats
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ge: Robby Johnson. R r y Danny Moll.

he path to Dracula’s cas achia by impaled corpses that have rotted down to their skeletons,
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CASTLE VIEWS

Theres technically two 3D models
of the castle. In season 1 we used a
model thae was sct up in a com
tion and then painted over. In
hen we realized chat chis
s going to have to move, we
ly textured and decailed

model that we've used since. We

place it in a scene and lighe it, and

then the art hand paint

it to blend it into a cohesive

Sam De

ckground painting

ing by Alex O'Dowd. Bottom pa intings by Bo Li
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J sl A

Evening, morning, day, and blood moon lighting conceprs cast Draculds castl
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Art by Roblby Johnson.

The impossible architecture of Dracula’s castle becomes almost believable thanks to the intricate detailing of mysterious machinery embedded throughout, and the know

the entire structure is a teleporation device far beyond even modern technical abilitics.
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THE CASTLE
ENTRANCE

The castle enrance was modeled and
textured in finer detail for the scason 2
production, which strcamlined the
process of background art creation £
this repeatedly used location. As with

exterior, cach computer-generated

ally painted over by chy
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THE ENGINE ROOM
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DRACULA'S LIBRARY

Intact and destroyed v Dracula’s library. The shards of Dracula’s mirror are a CGl-animated clement in the
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HECTOR'S AND ISAAC’S LABORATORIES

Base 3D model for Hecte { Isaac’s lab
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the 3D background models through on 2 added more flexibility for the team, especially during action sequences, which tend o

r many more unique and dynamic camera angles than other sequenc drawback to h illy ¢ i and detailed models: the tempration to stare moving the
camera during shots! It would be impossible to hand paine over th i texeur kgrounds in motion across multiple frames, so any camera movement in dimen

onal space lacks the hand-painted fin
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ALUCARD’S
CHILDHOOD BEDROOM

Considering his parents’ academic prowess, Alucard was fated to be a

studious, curious child. These concepe skerches depict some arcas in

his room where he would learn, study, and practice.

Right: Katie Sl sketches of Baby Alucard were created as preparation
for the family porcraic scen on page 135. These studies helped dercrmine

how old he should be in the final version.

Alucard'schildbood bedyoom visual
 Paintings by Jose Vega.

Lefi page: Baby Alucard sherches by Kt
development by Saskia Gutchunst. Right
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e: The plush wolf toy was designed to resemble Alucard's wolf form, scen when 1 hat Lisa made for cheir son.
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father thro
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Katic Silva creaced chis digirally
painted portraic as her initial

freclance a: ment on the

scrics. It was designed to capture

awarmer side of Dracula, evident
in the friendlicr visage he shows
when scen with his young family

inan intimate moment.

I canfe express the incredible impact of having
that family portrait in the episode where c s
Tewouldn' be the same withoue this ama
painting by Katic.” —Adam Deats
ting by Stephen Stark. Middle painting
inting by Jose Vega. Bottom
Painting by Katie Situs
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Lefipage: Top painting by Stephen Stark. Bottom painting by
can Vo.

Sean Vo. Right page: Carmilla' catle sketches by See
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y Stephen Stark
ephen St

0 Li, Jose Vi

Locacions around Carmilla’s castle, including the balconies and dungeon Hector s kepe prisoncr. As with many vampire structures, this dungeon benefited from the accumu

lated kng 5f the immoreal inhabitants and feacured a stem of warm pipes embedded throughou the floors
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Hector's laboratory and study in Carmilla’s castle, where he enjoys the limited autonomy and freedom of a favored prisoner in scason 4 hidden reference, the circular floor

sign around Hector's forge recalls the design seen on the bottom of the menu borders in some versions of Sy
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When d g Cai s w Sy 0 pu ¢ re de « I think the

CHAPTER III WALLACHIA AND THE LANDS BEYOND 141




= =LY
N <
~th,
e
: — - .
N A
— o

Belmont Estate

The ruins of the Belmont ily home stand defiar he Belmont Hold, a pi 3 pl a fros crations of monster slaying,
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Rough layouts depict various views of the fallen estate
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ubterrane

Hold is an in

N\
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BELMONT HOLD

The hold provided the crew with the ultimate opportunity for stacking library she me-relaed Ea y of Belmont scuff, with

various knowl over the cen a ic items and so on. Therc’s lots of little nods to cle ¢ st obvious here is that

dinosaur-snak s s askeleron, atcack ots firc, and has been around since the first gan
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If you look closely you will find all kinds of game items, from holy water and invisibility potions to boss trophies like the head of Medusa or the boomerang of the Skelerang!

There may even be a pork chop somewhere in Dracula’s castle ...” —Scan Randolph
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Stephen Stark. Middle painting by Bo Li

Afier Alucard inscalls eleceric lamps in season 3, the Hold takes on a blue hue afier dark. Opposite: Katie Silva’s digital paining of Leon Belmont in the tradition of

Napoleonic portraiture and the work of the Georgian-era English painter Sir Thomas Lawrence

A. TLEVANIA: THE ART OF THE ANIMATED SERIES




CHAPTER III WALLACHIA AND THE LANDS BEYOND 149



Lupu Village

Home to Lisa Tepes, the village of Lupu is she practiced the medicine that she learned from the libraries and teachings of Dracula. Lisa’s cottage and laboratory, with

medicinal healing potential, was no match for the ignorance and suspicion of the bishop and his goon squad.

Bottom lef painting b wmiddle an. Bottom vight painti
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er-hungry bishop, incent on keeping
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Murdenu

The series introduces Trevor Belmont in a pub in the small town of Murdenu near Gresit. The dismal bleakness of the locale reflects the attitude of the town’s inhabitants, a few of

whom Trevor must ff before leaving in search of his next drink.

)
e 5 ig s }g(!!"l Pk&’
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7

ting by Robby Johnson. Bottom layouts by Justin Kuuffnan.
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Sketches develop the character and materials of the structures in the medieval village, before and after destruction.
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CONCEPT ART

Initial concept work for the scries explored

a more whimsical direction, stylized color

ore exaggerated background forms,

and a lined bac und art style, as scen

here in these studies of a fictional Gresit

The exaggerated arch in this Gresit strect

scene provided a nice verticality, but was
deemed too far feeched for what was meant

to feel like a dismal medieval burg

The are direction landed on a more grounded
lighting, coloring, and background style

that also ended up be

¢ helpful from a

production standpoint: with the increasing
use of 3D models in the background
department, this direction made it more
seraightforward for the team to light and

de ces that leaned toward realism.

Early style rests by Robly Johmson, Danny Moll.

and Justin Kauffman
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GRESIT UNDERGROUND
by el

Lit by light and haunted by s, the und und catacombs of Gresit claimed the lives of many who
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Alucard's subterranean resting chamber under Gresit.
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and his mysteriou: d soldiers. Dracula fondly recalls a time when he relished

orld ilene
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cerior images show a seructure torical Japanese architecture
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Braila

y pare of her coup plor, € es Dracula to te

hen the reanimared

ﬁ.fﬂIEVAN\A IHE ART OF THE ANIMATED SERIES
"

that would all rol over all of Wallachia if captured. Her plan is put

defending army
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ha strug ith the magic needed to take control over the relep of Dracula’s castle from afar. The castle causes great destruction across Braila as it blinks in and out

xistence in various locations through the town.
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Linvenfeld

arted romp th
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, and inns do not ly betray the town’s murc

A.STLEVAN!A IHE ART OF THE ANIMATED SERIES




CHAPTER III WALLACHIA AND THE LANDS BEYOND




LINDENFELD PRIORY
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Desert

of Isaac’s Desere K ed c v » h African desert by D

the corp

ath al
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Tunis

Isaac lead ht creature horde through the market in Tunis, secking out a shopkeeper who may have an item of valuc to him. After learning of Hector's location, Isaac leads his

horde to the here he falls in with the caprain who will tr: t them across the Mediterranean Sea to Genoa

wdolph. Middle right painting by Sean Vo, Bottom lef
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s of the captain's ship, < ons for the sail and
hull based on contemporary incernational designs. Belor: The captain's

merits of a world

. L
B i
I ;
¥ f
[ 2
~
y
4
| :
»
] o
= ——— =

CHAPTER III WALLACHIA AND THE LANDS BEYOND




Genoa

Isaac lands at Genoa, but is immediat ed by the local authoritics, who soon also join his horde of corpses when they are reanimated as night

Iy
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THE STONE VILLAGE

Isaac meets Miranda, a fellow forgemaster, in an abandoned village w nhabiranes have all been enslaved by a nearby
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MAGICIAN’S CITY-STATE

The mad magicia ols the minds of the
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Lefipage: Topp.
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Sturia |

“We wanted the conversation between Striga and Morana before the battle to feel very peaceful, almost uneventful. It occurs at nighteime in the tent before the battle in cpisode 3

of season 4. During dawn, [ wanted to portray a beautiful time of day in contrast to the battle and the chaos around the camp.” —Jose Vega

e Sephe

184 Q TLEVANIA : THE ART OF THE ANIMATED SERIES




CHAPTER III WALLACHIA AND THE LANDS BEYOND 185




DANESTI

need for this location ¢ ced in orest and als ¢ ry. Tts impermanc
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and unca e trees and lighting, It also generates a nice contrast when the characters reach the more oper
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¢ Infinite Corridor

c of the corridor was looscly based on the visuals present in *70s p inema. [ buile a simple der cha [ ran animating texcures down cha was dupli
cared multiple times o ge d visual effects. This simple approach al me to : tures ver ly to get immediate, render-cfficient results, which wa
for itcrating when we explored the corridor’s look. I eventually landed on the pink-and-green cole ¢, which linked up visually wich the *Visitor’ creature that's re

for opening the corridor in scason 3, episode 9" —Adam Deats

e
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we evencually ran into issues with it being oo bloated timenvi v hese scencs were used for the
cd throug acions so fast that nothin ’
pruncd things down to the op din the sript ven da texturesalor We wanted eack

Treachery, and A s 3 s y Tucker Roche
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A sumphony of gothic horror and adventure!

Gothic adventure and horror abound in Netflix’s Castlevania. Now explore the work behind the scenes of the
popular show that was originally inspired by the classic video games!

Hundreds of pieces of ultradetailed artwork are contained in these pages, including stunni befc
ill ions of and envi Experience the labor of love that went into adapting the
design for Dracula’s castle, and get a closer look at the intricacies of each prop’s fastidiously created comp !

Fans of Castlevania will covet this opportunity to learn all there is to know about the development of the animated
series with this beautiful volume!
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