





PRE-PRODUCTION

From the very start of development, the team knew it wanted to take the new God of War game
in a different visual direction. “The old God of Wir art direction came o be described as “heavy
meétal magazine meets Greek mythology' and thar had really given us something unique for
a long time,” said Luke Berdiner. The team often looked back ar the style of the eady pames
as the franchise’s “comic period™—big, mean, and over-the-top. What would happen, they
wondered, if the approach became more cinematic and 2 bit more gritty, but still maintain
those same ideas?

With those kinds of conversations happening, the team had to figure out just how grounded
they wanted the new game to be. “We knew we wanted to lean a lot more on historical detail,
but we also wanted to make 2 world that wis dearly pre-Viking," said Berliner. “This was
before man had really settled and when gods, glants, and monsters roamed the land—the
period when the myth was really being made.”




Of course, one of the most invol ved character designs for
God of Wiar was the new look of Krates. Gerting this chae-
acter right meant 2 bot to the team, all of whom waated to
strike a balance of setaining the iconic dements of his dedgn
while belnging fresh bdeas from che Norse wodd to the table
IJIL' .rlf('FlC h"’c cxpo:lul- o {'Z'X ',‘J‘ ,\C.I :uwo::d to
look like,” said lead chasacter artize Rafadd Grasseeti, “k was
kinda hard to push people w like a completely new desiga,
but cexe we stasted Just enlancing what wes these before,

it wan a littde casier to get pn-;\lt onboard.”

Eadly exploration of Keatcn. Artises Dels Longhish (boetan sight)y José Cabrers
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Artst: José Cabrera



Rafuel Grassents sculpted dhese day Troll maguettes
as the team explored the creatures’ desiga. These
prn'rl arYe o 2 r"sw rll:’l."L’ ot fh' - ulb‘ Tarsve
ﬁ)‘.i[' hat exiss within the art j'F‘u'r-‘an

since D Longhsh isitisted the proces with peacil
shketches which ‘:u'.wzl. then used as iniparaton
lpoare. He captured a wonderbul candid

l‘”'ir-" l“ull-}:llll( l!‘L’:'- a

ating at the character’s pessonality,

but using the corpse of the bear o communicace

the sire and danger of the Trolls wichin this wodd

Hand sculpted Troll suguette. Arts: Rafael Grasesi (sculpece), Jumes Rulbon (photographer); Ch Chlds (cppouite







The Draugr character is an cacemy the
player enc % in every realm of
the game, 5o a lot of time was spent
os cxplodiag the diffcrent forms chis
character could take. Aloagside theis
physical arcacks, concepes for their
mvythical attack mechanics and cffcces
were also explored

Astist Scaphen Oakley
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Adding o mythical dement to the Draugr. Actist: Dels Losgfuh

It was imagined the Drsugrs' violeat
“rebirth” not only casised their bodies to
break and fracture, but that the resulting
seaction would casse hoe NN OF caceny o
be redeased Eom within, cresting an additional
mapernatural effect 1o chese chancoers. k' a
contant :l\ll (o Cicate a Jcl’:ll dl.ll M‘\.’l
vimal drama o 2 character thae sirmudtansously

makes game play mose dynamic




| P Ganfmr'a first E3 sppearancce, the tcam moodad

to come up with a global art drection style guide in

seder to exhibit a high level of consistency for the game's
Bt public showing. After many mectings and lots of
iteration, the teams landed on its own vemsion of mythicl
cealsm, which consisted of Nooe faatasy, hsrorkcal decall
and pec-digital color. Once these claments were flded
togecher, ings started 0 lock in and the world starsed oo
soften. Where befiose the game world had fdc exxremely
dark, somewhat like Cormac .\1-.(_-.::(}.)': The Road, the
dements of wonder now started to come theough as the

player started o see the wodld theough Atseus” eyes

Close 10 bome. Arvsts: Dun McKim, Nate Sizphens (wop)i Lube Bechiner




Artise: Lake Berliner




Fieal look for Jdrmengandr. Artsu: Rafael Gnsem, Jzor Carro, Glasco Loaghy









Final Revenant designs snd game play vattations. Astses Secphen Oukley (sop) Yebers Kligermas (cpposie, boteom)

The fnel Revenant design
depicts a character who
seemingly floats above the
L'fuu“’ H‘! ".'-' ac J"—L"l:)' 3
"X.}:'.\‘lﬂtfd = *"..'L'l\' wWays ¢
create an unecasy fecling for
the player Havieg arcved aza
lF(Clﬁ( (hlll(“l *i.'l..'«‘ tac
team is o ken required %0 coeate
addidonal varladons en that
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visual variety The :‘ql is for

cach varladon to look unigque
within a given clase, but not
different From che base design
thar ic feels like a complecely

different cocayy clase




