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Foreword 
elcome to the incredible fantasy Ment. The exhaustive detail and consistency of 
world that is Warhammer-—aplace these studies is quite frankly awesome. " 
of thagic, monsters and adventure; Successive waves of development over the last 
a landscape of towering beauty, of Yeats have scoured away earlier more naive inter= | 
fearsome horror and heroes Pretations of the Warhammer mythos and its fauna 

Bhity; but above all else it is an unending field of and supplanted them with ever-more ‘realistic’ rem= | 
Ghd across its many and varied lands rages in- detings. But this is a fictional, larger-than-life lands 

Bent persistent, dominating WAR, scape and so the reality sought in the image is the 
Hathammer stands as a unique and extraordinary _hyper-reality of the fantastic. In Warhammer even 
nal landscape. Part of this is attributable to its benign real world animals can become creatures of 

Rpevity — now 25 years in print; partly due to its _dark terror or beasts of noble power; their fantasti- 
Bitility — it was.a tabletop miniatures games first. _al potential explored and exaggerated for maxi- 

Sieand foremost but also, in recent years, a range of | ™um impact. Sinsilarly the creatures of the 
fantastic are portrayed with a persistent internal 
logic that impresses a sense of authenticity and en= 
courages the viewer to perceive them as scarily real 

Dy Pier, is owed to the unending development, expan- _ For all of its grim imagery and macabre styling, 
Bision and refining of the work itself by the creative Warhammer is not bereft of humor; far from it! Ale 

People who have had the fortune to work with though the gags may have been slightly toned 
Warhammer these last two and a half decades. At down over the years, a streak of rebellious humor is 

fie forefront of these stand proudly the good men till shot through the entire work. Mythic have em- 
Spand women of Games Workshop ~ the owners of _ braced this aspect of the property and humor plays. 
Sie franchise and primary developers of its content, 4 big part in the character, content and presenta- 
Supporting their efforts over the years Warhammer __ tion of the game they have crafted. It is an aspect of 

Bhias been blessed with some very fine creative input the Warhammer setting that is often overlooked 
Diffom those who have worked for its various li- and underplayed and yet is such an important part 

Sees, The fine folk of EA Mythic are now added of the package. 
Phat roll of honor and what a good job they have __ In. conclusion it remains only for me to mention. 
Mie bringing the world of Warhammer to life in _just a few of the people at EA Mythic for their con- 
Bir massively multi-player online version of the __ttibution to the project. Paul Barnet must bear a 

Property. large measure of blame or responsibility for every- 
This volume presents a visual essay through the thing within as he has been the energizing heart of 
Bifiylads and peoples of the Warhammer the collaboration between EA Mythic and the old 

brid as interpreted by the conceptual artists of EA Bits of Games Workshop. Greg Grimsby deserves 
ie for the Warhammer Online: Age of Reckon- _™ention and thanks for his Art Direction (just look 

iBatic) The host of images within are atesta. _at the art if you don't get this). All of the artists 
to their passion and dedication to the subject, Should be appropriately credited elsewhere and 

and all others associ- their contributions noted. | thank them all. Finally 
the last, but certainly not the least, name on the roll) 

Battles’ the tabletop minia- of honor is that of Mark Jacobs himself. It was 7 
fhful and accurate the work Mark's passion and his absolute steadfast commits 

BF the Mythic artists has proven to be. ment to the Warhammer property that won EA, 
py The essence of the Warhammer image is a me- Mythic the license from Games Workshop. The art 

val nightmare. The focus is always very much on and artistry shown in this book suggest that awarda 
itles, wars and conflict as this informs and de- ing it to Mark and EA Mythic was a pretty good de 

ifewworleW/arfiamnieris nova land oF ate cision and | am sure that Warhammer veterans and 
ite good and evil - the champions of new aficionados alike will agree with me, 

@rhammer are characters with feet of clay and the 
WWations of the bad guys are not always easily Alan Merrett 

dat. Character studies sit at the heart of this __Intellectual Property Manager and old git 
*Age of Reckoning’ is, after all, a game 



Introductions 
very journey begins with a first step and 
my journey with Games Workshop began 
many years ago with a seemingly innocu- 
ous question asked by my friend, Paul 
Barnett (now Creative Director on 

Wathammer Online). He asked if some folks from 
IGames Workshop could ‘drop by’ and visit Mythic 
ihtertainment, the company J co-founded in 1995 

Buith Rob Denton. They wanted to lea more about 
the process of building and running online games 
and | was more than happy to oblige. Over the years 
that followed, | came to know, first as friends and 
later as partners, the people that had created one of 
the most enduring works of fantasy, the grim world 
of Warhammer. These people continue to breathe 
life into this rich world, making it more exciting and 
brant than any other work of fantasy that | have 

come in contact with during the twenty years that | 
have been making games. 
Warhammer — its name alone conjures up im- 

ages of great strength and epic battles. It is a world 
full of dark images and darker deeds, but it is also 
4 world where anyone can be a hero and turn the 
tides of war. It is rich with symbolism, archetypes 
and, at times, the uniquely bizarre. It is, in every 
Way, a magnificent achievement. When you con- 
Sider the many contributions that Games Work- 
Shop has made to the fantasy genre - green Orcs, 
technology loving Dwarfs, and the truly Dark 

D Elves, whose name fits them so aptly ~ they should 
Be celebrated and praised for their vision and 
imagination. 

TWwoulld like to take this opportunity to thank all 
the people at Games Workshop who have worked 

on Warhammer over the years 
nificent world. They are an inspiration to the enim 
tire EA Mythic team and we hope to faithfully 
bring their vision to life in our game. J could fill 
pages of this book expressing my deep gratitude am 
for being given both the privilege and opportunity 
to work with them on Warhammer Online: Age oF 
Reckoning. As my space is limited, | will simply 
say this: [ hope the people at Games Workshop cam 
take as much pride in our game, knowing that it 
could not have been built without their years spent 
shaping this world, as we do. : 

J would also like to thank everyone at EA Mythie 
for their hard work and tireless attention to detail 
By their efforts, the world of Warhammeris 
brought to life as never before. | am truly over- 
whelmed with a sense of pride every time | play 
the game. You have my deepest respect, admiras 
tion and gratitude 

Finally, 1 would like to thank you, the player, for 
having bought our game, opening this book, and 
embarking on a personal journey into this amaz- 
ing world, It is a journey that I hope you will 
never truly complete; a journey that will take you 
to many of the wonderfully dark places within the 
Warhammer world for years to come. 
Every journey begins with a first step and | hope 

you enjoy retracing our first steps as you flip 
through the pages of this book 

Mark Jacobs 
Vice President and General Manager 
EA Mythic 2007 



of our favorite conicept art crealed 
for Warhammer Online: Age of 
Reckoning (or more simply, WAR). 

does all this incredible art exist? These drawings 
icfeated to visualize in suitable detail everything 
Takes up the world of WAR. They serve as guides 

Brithie rest of the game development team and help to 
ire technology and content design. Thanks to the 

ht and imagination of our concept artists, these il- 
tions go beyond being mere blueprints and are 

Bf artistic ideation worthy of admiration on their own 
a ollection such as this. 

fondtous window that looks out upon a Watham- 
inier world that has never been seen before. True, 
there have been many artistic translations of the 
Warhammer vision over the past 25 years, Each 
translation has faced its own challenges wrought 
ftom the form in which it is to be played out. The 

P novels use words to paint pictures. The miniatures 
Sse finely crafted sculptural proxies for the armies 

lof Warhammer, For our game, we attempt to distil 
these many versions of Warhammer down to its 
icore essence, From that, we created an amazing new 

PP kranslation of the Warhanimer vision, one that is 
Sepic in scale and painstakingly detailed. 

Fuelled by 2 quarter century of amazing visuals, 
fans of Warhammer have their own visions of the 
fOld World and its inhabitants. Therein lays one of 
he greatest challenges of WAR, which is to create a 
Ryorld that feels like Warhammerno matter the ex- 
perience or expectation of the fan, We believe that 

Vathammer experience is our most important re- 
Psponsibility. We are compelled and honored to cre- 
BBtea stunning new version of the world that is true 

game, Don't be fooled by 
ith bows and the castles. 

Gare making a Warhammer game. The fantasy 
ire is filled with many different clichés and 

Bthemes that have merged into a collective visual lan- 
PBuage. In making WAR, we focused on the aspects 
‘of Warhammer that make it unique, 

The second mantra is that ‘generic’ is a foul word, 
thy of a Witch Hunter's fiery brand. Early in pre- 

jroduction for WAR, | remember showing a piece 

even uttered the words “It’s a generic tent’, tre: 
= coiled in my chair as | realized what 1 was about to 

jc! tent is not good enough for this 

sptesn:t add flayorar 

a work of art from the finest craftsman in Altdort: 
chair is not just a chair; it is the battleground # 
of a Dark Elf warlord, The pages of this book bare 
testament to this philosophy and | believe we ha 
been successful in this endeavor with WAR. 
While giving birth to our massive battleground of 

a world, we did not always have Games Workshop 
material to directly reference, What does a Dwarf 
house look like? Where does an Orc sleep? What do 
female Warrior Priests look like? As WAR is an 
open virtual world where you can interact with Slay 
ers and touch the gates of Karaz-a-Karak, we need to! 
bring to life many details that were once left only to 
the imagination, or perhaps never envisioned at all. 
In so doing, the concept artists were very busy draw= 
ing at their desks. Over 6,000 concepts were cre- 
ated, culminating in more than 1,500 approved 
designs. This represents hundreds of new visual 
ideas that have never before been seen in Warhame 
mer. 
‘The art found on the pages within this book is the 

visual foundation on which Warhanimer Online: 
Age of Reckoning was built. You'll find many of our 
favorite images, as well as insightful commentary 
from the artists themselves. Hopefully you'll find 
this peek into the development process and the 
thinking behind these pieces as interesting as the 
art itself. Working with Warhammer has been in- 
spiring and challenging, yet extremely fun to live 
and breathe these past several years. Only one salt- 
tation is therefore truly appropriate 

WAAAGH! 

Gregory Grimsby 
Art Director 

A Mythic 2007 



holds scattered throughout the mountains of the Old World. For countless 
ages they have fought against the greenskins, their most hated foes. Their 

closest allies are the humans of the Empire, the two races having fought side- 
by-side many times against the forces of Destruction. Noted for their love of 

beer, their skill at metal forging and penchant for gold, the | Dwarfs ar 
turn and implacable warriors, 

For the artists at Mythic, conceptualizing the Dwarfs was particularly fun. 
Besides having incredible reference material to work from, we were able to 

aeeegrrete a great deal of unique Dee content to befound exclusively in our 



‘Gre essentially short Vikings with 
“horned helmets, long beards and 
rong brows, a visual characteristic 
“most evident in the Hammerers. 

“However, even the Runepriests, in 
their embroidered robes, look 

brawny and unyielding. 

Gregory Grimsby, Art Director 









Ironbreakers maintain the safety of the tunnels and spe- 
cialize in clearing underground areas of danger. 

cased in armor, they eschew horned helmets and 
extravagant ornamentation, as these would only get 
snagged in the close quarters of caves and tunnels, 

Michael Phillippi, Artist 
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) Dwarf Engineers use ingenious technol- 
ogy to preserve and advance their dying 
‘ociety, However, the 

hi is is evident in his equipment where 
or medallions sit alongside compli- 

ated clockwork machinery. " 
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in almost everything they create = it is) 
arf craftsman’s way of paying homag: 

to his or her ancestors. se 

Gregory Grimsby, Art Director ¥) 









hie Book of Gradges is a record eee sight 
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The main feature of this city is the mas- 
sive chasm you cro: n you enter, ~ 
Light filters down from a great height, 
and the vista, down into the depths helps we) ‘ 
to-establish the huge scope and comy 

“ityof Karaz-a-Karak. — 

Eric Polak, Artist 











The Slayer Keep is home to many of the doom-seeking Dwarf 
Slayers who believe death in combat is the only way to-be ab- 

ed of some previous misdeed. Following the bleak outlook 
of its inhabitants, the keep is austere, functional and impos- 

ing. There is an oppressive sense of duty and the weight of 
their ancestors standing in judgment over the dishon 

Dwarfs is ever present. 

Michael Phillip, Artist 





ts to give walls, doors, 
columns and other elements a sense 
of endurance. Even their towers. are 

ort, squat propor 
was “Dwarfs don’t 

hey build enor- 
‘mous statues and hew cavernous, 

cities that delve deep into the heart 
of a mountain!” 

Gregory Grimsby, Art Director 







i ches 1 looked at some of the 
id Man-O-War Dwarf ironclads, which are 

ips looked like: 
Jonatian Kurtz 









The Greenskins are the malevolent Orc and Goblin races found mostly in the 
itains of the Old World. Orcs are large, brutish creatures of questionable inte 
alled bloodlust. They live to fight, and do so with no greater relish than 90 

cal enemies the Dwarfs, or ‘stunties" as they call them. Big, strong and d 
excel at fighting and exert dominion over their smaller 

but equally vicious, Gobli 5 
rf; 

stature, Goblins are the brains of ( ba 
aes iron rub 

destrict ren of 11 the sreens 

heir diss oe EEN 
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Ores and Goblins are basically barbai 
crude, nomadic hooligans and the art design 
centered on this core tenet. Orc armor is sewn 
and hacked together from bits of metal and 
leather. Visually it looks very shoddy, but 
serves the purposes of the Greenskins well 

Gregory Grimsby, Att Director 
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Black Orcs are the biggest, meanest Orcs you'll find and they 
wear huge, studded slabs of metal. As they are the biggest, they 

can take all the thickest plates for themselves. 

Ted Beargeon, / 
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as a favorite around the stud 
adorning himself with loads of protec 

spiky armor to look as unappetizi 
> possible to his ‘pets’. 
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that looks Pitentibly cool, hence the bigger hat, mor 
bones and detailed staff. B 

Jonathan Kirtz, Artist 













These are the ruins of an ancient 
society that self-destructed long 
before the rise of the barbarian 
king, Sigmar. Their obsession 
with Necromancy was their 

ultimate undoing, leaving behind 

alien and replete with evil skull- 
like visages, even the Greenskins, 
current occupants of Mourkain, 

Approach these malevolent 
edifices with caution, 

Michael Philippi, 
lead Concept Artist 



woint for their great WAAAGH! against the stunties. It demonstrates the damage 
in ever-increasing number of Greenskins can do to a once fertile land as they strip 

it for their own selfish purposes, 

Michael Phillippi, Lead Concept Artist 
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Creating props for the Greenskins was 
Gn exercise in contrast, We'd spend. 
countless hours carefully designing 
something, such as a rope bridge, to 
be functional, yet appear as if it was 
haphazardly constructed and could 

fall apart at any moment. 

Michael Phillippi, 
Lead Concept Artist 
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F of its previous occupants with dormers, towers, or even entire levels tacked-on 
each successive generative. This gives the streets of Altdorf and the towns oft 

Tudor and Gothic style roots, 

The Empire will be appealing to many players of Warhammer Online as it repre- 
sents humanity in its most recognizable form. Engaged tn a constant struggle 

with internal and external forces, the Empire is perpetually the underdog. Its citi-. 
zens don't live forever, they aren't the most skilled craftsmen, and they don't have 
the backing of dark gods. They do have determination, loyalty, and the uncanny 

knack for survival; and there is little bit of the Empire inal of us, 

Gregory Grimsby, Art Director 
+ . " 



The Witch Hunter is a 
tireless warrior rooting out 

and vanquishing evil 
wherever it resides. 

Incorporating Sigmar and 
Empire motifs such as the 
_twin-tailed comet, skulls, 
and wax seals helps convey 

their dedication to the 
Empire and the 

destruction of its enemies, 

Eric Polak, Artist 
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healer in he game, but his 
armor and weapon allow him ~ 
to support his team in battle. 
The challenge we faced with 

the Warrior Priest was 
affording players the 

opportunity to create unique ~ 
and individual characters 

Within the constraints of the 
career’s silhouette. 

Michael Phillippi, 
Lead Concept Artist 
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correct. The tattoos on their. arms, the keys around their belts; these are 1 
visual elements that help define the Bright Wizard. 
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The architecture of the Empire has a very 
nan-down and dilapidated feel to it, 
Many buildings are constructed with 

defensive purposes in mind and have a 
haphazard feel to them as each 

‘generation of residents adds a tower here 
and @ new room there. Structures are 

adorned with traditional motifs such as” 
the steel cross, skulls and the twin-tailed ~ 
comet, proudly proclaiming loyalty to the 
Emperor, the Empire and Sigmar. Some’ 
of the more fortified structures, such as 
the Altdorf gate have a more solid feel 
due to the extensive stonework yet still 

maintain the essence of Empire 
architecture. 

Eric Polak, Artist 
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This is the Temple of Sigmar found in 
the Empire capital city of Altdorf. It is 
designed to tower aver the city and have 

4a very cathedral-like feel. 

Eric Polak, Artist 











Be powerful force that distorts, warps, and mutates all things. It is the corruption of the 
iid the physical manifestation of what happens to a man when he gives in to his own weake 

d vices. Our greatest challenge was to represent this somewhat abstract concept in the g 
complete with a hint of inherent randomness, and still deliver a feeling of great evil 

destructive power, 

Followers of Chaos are designed to threaten and radiate oppressive, chaotic strength. They OM 
themselves by serving the Lord of Change. The Chasen, heavily armored and adorn 

& of Tzeentch, the Raven god worshipped by Chaos players in WAR, is as imposing as 
tress and nearly as strong. The Zealot is adorned with feathers and bird motifs, and in 
mbles the mind-numbing art that decorates the temples of the Raven God. The Maraudel 

physical manifestation of Chaos with @ mutating hand and his blind lust for battle. 

breas the Empire represents man’s fight against the fact that we are imperfect beings, with! 
teams and devastating failings, Chaos shows what happens when you give up that fight and 

ar base desires, It has the power to seduce even the most righteous individuals and the o 
fervently held beliefs are hens the ones ta, Ns the hardest, : 







@ huge, armored vessel of death and destruction, 
vice of the Raven God, their armor is typically a cool 

blue color offset by pale gold filigree and adorned with bird heads and 
‘feathers, fluting, dangerous spikes, and the symbol of Tzeentch. 

ric Polak, Artist 
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A concerted effort was made to give each classi 
distinct look. Unlike the Zealot, the Magus nee 
@ more civilized and refined appearance. My fi 
attempt referenced a mounted Sorcerer of Cha 
miniature, It was deemed too shaman-esque and 
similar to the Zealot, The high tier sets of armor 

were heavily influenced by an illustration of 
Ahriman by Paul Dainton, Melekh the Changer 
Adrian Smith, lan Miller's work and a visit by 

oI Alan Merrett. 

Ted Beargeon, Artist 



















with the antral form of an 
"upside down pyramid to 
Greate an immediate sense of 
“instability and improbability. 

There is just a sense of 

horrific bird visages and the 
giant watchful eye of 

Michae! Phillippi, 
Lead Concept Artist 





ith the longboat, the most 
sportant element to nail was 

the figurehead on the prow, 

Gnd represent them in many 
"different ways. The figurehead 

| of the longboat represents a 
minor deity of the sea, which 
“may or may not be a facet of 

the greatness of Tzeentch, 

Mike Franchina, Artist 
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Hocated on the edge of 
ih enormous crater and 

) entry into this 
menacing metropoli 

4 table City 
has an architectural 
strength and weight 
that feels suitably 

nted 
with sculptural details 
portraying various representations of the Raven God and the watchful eye of 
Tzeentch. With its heavy stonework, claw-like metal crenulations, visages of the 
Raven God and arcane carvings, the Inevitable City feels as evil and dangerous as 
its corrupted occupants. 

Gregory Grimsby, Art Director 









High Elves 
The High Elves are the most beautiful, graceful and idealized race in Warhammer. They 
are ‘artistry and refinement’ personified and manifested in the extreme. The High Elves 
are also an ancient race, one of the oldest in the known Warhammer world. These two 

themes go hand-in-hand when designing for this army, as the High Elves have had millen= 
nia to craft layer upon beautiful layer of detail in all their artistic endeavors, 

As with the other races in the game, we look to single key visual element —in this case, that 
High Elves are tall and thin — to guide our overall design work. Thus, they live in tall tow- 

focus on the vertical, and its repeated use in all elements of their design, gives the 
Elves lands a unique grandeur. To add detail to the tall, white structures, we use a 

_ flowing filigree, red gemstones and gold highlights to create a sense of opulence befi 
the attitudes of their architects 

Gregory Grimsby, Art Director 
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The high-ranking 
Swordmaster uses the repeated 

element of the eagle wing 
throughout his armor, In 
sticking with the High Elf 

theme of lighter colors, I used 
a very light blue for his main 
robe to create contrast with 
the bold burnt orange trim, | 

Paul Pham, Artist 
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There exists a wealth of High Elf imagery 
from Games Workshop and I wanted to keep 

the same look and feel, but add slight 
flourishes that would make them appear 
even more elegant. Layers and bold colors 

were used to denote rank. 

Paul Pham, Artist 
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With the Shadow Warriors the hooded cloak and 
breastplate are used to convey higher status. 

Paul Pham, Artist 
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Each faction’s horse has 
a very different physical 
appearance. In the case 
of High Elves the horse is 

very lean but still 
muscular and fast. The 

horse's ears are 
lengthened and its eyes 
are almond shaped to 
echo the elves features. 

Eric Polak, Artist 
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Dark Elves gave the team its first chance to work on a beautiful, sexy look for our 
ai characters. These denizens of Naggaroth are evil, enticing and bewitching, and 

their art design works very hard to showcase this. 

“The Dark Elves, however, have much more to offer than beautiful female characters will 
@ penchant for leather. The team was greatly challenged and inspired by the idea of the 

~ Black Ark: a floating, fortress-like city used by the Dark Elves to travel upon the ocean's 
aters. The construction of the Black Ark showcases a key motif that is used repeatedly # 
fe design of the Druchii, their structures and weapons — the layering of dark metal plai 

adorned with spikes and barbs. 

The Dark Elves are the embodiment of beauty corrupted by greed, vanity and selfishness, 
represent the lure of power and a willingness to do anything to attain that power, 

ey are evil personified and we expect thems to be a very popular army in Warham 





















The Dark Elf Sorceress was 
| “actually the first character 

| class that 1 worked on. It was 
‘challenging trying to get the 

correct balance of cloth, 
metal and skin while still 
aking her look like a spell 

caster. I went through several 
ges of revisions in terms of 

armor design. 

Mike Lim, Artist 
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