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BY KEN LEVINE
CREATIVE DIRECTOR, IRRATIONAL GAMES

imagine there are some people who want to get in the games industry who envision

the development of a video game goes like this: A team of smart and talented people

just get together in a glass-walled conference room, order some pizza, and emerge after

a big all-nighter with the blueprint for a great game. From there, it’s imagined, all that’s

required is for everyone to rest up for a weekend, show up to work on Monday morning,

and start building to spec.

If anybody knows a place where it works like that,
please give me their number.

Perhaps there are geniuses in the world who wake up
in the morning with a novel fully written in their heads, or
a symphony echoing in their ears, but I've never met one.
Instead, the process of making anything—and certainly an
Irrational game—is grueling and exhilarating, exciting and
depressing, thrilling and scary as hell. For every idea that
makes it into the game, a dozen are put against the wall and
shot. This applies to every discipline. Levels get written.
Then rewritten. And then rewritten a couple of more times.
Inside, you’ll see the dozens of concept images it can take to
get a character like Elizabeth right. And even when we think
we got her, well, it turns out we didn’t. And she evolves one
more time.

Right after the first BioShock was released, we began
to kick around ideas—ideas not for a story per se, but places
and themes we wanted to explore. We immediately tuned
into the turn of the century, visually, socially, politically,
scientifically. A world where Tesla, Edison, Ford, and
Einstein were all at the peak of their careers. And, being
a BioShock game, we looked at the intellectual currents
in the air: the birth of the civil rights movement, the
workers’ movement, the rise of nationalism, and the first
whiff of the winds of change that would sweep through the
twentieth century. And again, being a BioShock game, we
extrapolated on the science of the time, the first fumbling
steps away from a physical world defined strictly by Newton
... Tears in the fabric that separates realities.

With not much more directive than this, we turned
our incredibly talented art team loose. They explored the
obvious, the insane, and everything in between. They

created new takes on everything from architecture and
fashion to creatures and citizens of myriad potential what-if
Americas. Day by day, painting by painting, the floating
city of Columbia was born. And from that city came
characters whose stories wanted to be told: an imprisoned
young woman who did not fully understand the incredible
powers she possessed, a veteran of the battle of Wounded
Knee who still hadn’t come to grips with his own dark

past, an anarchist movement that threatened the entrenched
powers of the white and the wealthy, and a city that tottered
on the edge of both perfection and disaster.

As each element of BioShock Infinite progressed from
crazy idea to “a thing we’re actually putting in the game,”
the team of artists shifted gears. Things that were once just
prototypes and sketches had to be turned into reality. Every
rivet of every bulkhead had to be carefully placed by hand.
Each piece of clothing had to be virtually constructed, its
fabric chosen, its colors decided.

In this book, we’ve collected examples from every part
of that process. Here you’ll find early sketches of a dark
Columbia that never was, and monsters that never saw
breath. But you’ll also see how each of those cutting-room
castoffs fed into the larger whole, adding depth and richness
to the world of Columbia and Elizabeth and Booker. While
occasionally you'll see a painting or drawing that might
match a set piece from BioShock Infinite, more often what
youll find are guideposts for the dozens of hard-working,
talented men and women who brought the places and
characters to life, pixel by pixel.

—KEN LEVINE
NOVEMBER 2012
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FINDING COLUMBIA
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Long before the sky-city of Columbia was
fully deueloped, the art team at Irrational
Games had a set of concepts to explore:
an art nouveau world set in the age of
American exceptionalism, inspired by
turn-of-the-century beliefs, decorations,
and styles.
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Further explorations of a darker, more derelict Columbia. While Columbia evolved substantially from these images, the seeds of
commercialism, the grand architectural statements, and the focus on fine detail survived into the final designs.
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These paintings explore different ways of expressing the verticality and openness of Columbia. As it’s a floating city, creating a sense of height and
airiness was always an important design goal. These sketches come close to representing what Columbia would eventually become.













Early ideas for a mechanical watchman, who would guard the dark nights
of Columbia. While ultimately left on the cutting room floor, these early
sketches helped define the feel of the mechanical creatures which would
feature prominently in the finished game.

21.
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One of the concepts at the core of BioShock Infinite was

the idea of Tears: windows into other worlds. What might
traveling through such Tears do to a person? Perhaps players
would encounter alternate-reality versions of the same
characters or simply see the physical effects of these merging
realities in the faces of their enemies. TOP RIGHT: In this
gruesome portrait, the act of traveling through Tears has
merged one man’s younger self into his current, elderly one,
to horrifying effect.
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Before the game had a thematic core, various enemy
archetypes were explored in a vacuum, and not every
exploration led to a finished product. In these macabre
sketches, a class of enemy gorges on the corpses of the
fallen and grows physically monstrous as a result.
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An early exploration of an enemy who could
manipulate the dead, an idea that would finally
resurface in BioShock Infinite’s Siren.
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Another early concept for an enemy, the theatrical Magician—inspired a bit by
BioShock’s mad artist Sander Cohen—uwho would telekinetically manipulate
the environment and create minions to fight for him or her. While the Magician
didn’t make it into BioShock Infinite, the spirit of theatricality and the era’s
fascination with the occult survived.
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An early exploration of how Vigors
might be used in the game. This
system allowed the player to sce the
currently equipped Vigor grafted
right into their arm.
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Another early enemy exploration, the Enhancer would support other
enemies by buffing them at a distance with instant-acting potions.
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While the story line was evolving,

the team started developing signature

enemies. These sketches explored the

creations ofa mad loymaker.
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As the floating-city setting for BioShock Infinite became clear, a flying signature enemy was needed.
One of the more fully developed ideas in the first group of flying-enemy concepts, the Mothman
borrowed heauily ﬁom art nouveau. The moth itse[fwas a common motif of the period, as were the
elaborate and colorful glass and metal decorations featured on the Mothman’s shell.
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Further explorations of the flying enemies of Columbia, exploring not only their looks but how the creatures might interact with the world around them.
TOP LEFT: Some interpretations became slightly too close to “a Big Daddy with wings.”
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Many early skelches featured automatons, a fascinalion of the era. Many of these ideas would evenlually
find their way into BioShock Infinite’s Motorized Patriot designs.

44.
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In this gruesome sketch, the artist explores a world where an automaton
can become a living, breathing part of a community, seen here comforting
a child while a crow eats carrion from its outstretched hand. While this
automatic gentleman may not have lived to see Columbia, the disturbing
sense of “things are not as they seem” lives on.
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ELIZABETH




As a near-constant companion to the game’s protagonist, Elizabeth was the most critical of the game ’s visual icons. In these early sketches—made well before
Elizabeth had a finished face—the artists explored her personality through posture and clothing. The Irrational Games art team used the clean, bright, and iconic
designs of comic-book costumes as a point of reference.
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It was important to convey the idea that
Elizabeth has spent a lifetime in captivity
in Columbia. These iterations of clothing
for young Elizabeth explored different
ways of projecting her personality through
something as simple as a neckline or a
color choice.
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LEFT: Elizabeth’s choker would prove to be an important part of her wardrobe. Many variations were explored before the
simple, elegant designs at the lower left were chosen. THIS PAGE: Explorations of a more aloof, princesslike Elizabeth.
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Long before Elizabeth gelled as a real character, artists
explored her at a variety of ages, looks, demeanors, and
dispositions through simple character studies such as these.







As the real Elizabeth took form, the art team looked again to comic books and animated films for inspiration when designing Elizabeth’s features—note the exaggerated
eyes in the sketches. As with those in early comic books, a video-game character’s expressions have to read both up close and at a distance and communicate clearly in
the heat of a tense action scene. The team also studied the work of classic animators in communicating emotion and context in these situations.










THIS PAGE: As Elizabeth grows in BioShock Infinite, she discovers her enormous power. Early sketches like these help both animators and effects designers
visualize her place in the world. RicHT: The world outside Elizabeth’s gilded cage exposes her to joys and sorrows she hasn’t previously known.







ABOVE: An early sketch exploring Elizabeth’s potential use of a telekinetic power. Her ability to affect the game environments using Tears became one of BioShock Infinite’s
main features. BELOW: In order to make Elizabeth a living part of the world, artists explored her at all ages, from toddler to stubborn young woman.
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BOOKER DEWITT




Booker DeWitt’s image needed to match his gruff voice and irascible
character. Booker changed physically over the game’s development,
from a thuggish brute to a weather-beaten everyman.

64.
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Getting Booker just right was a complex task—after all, this is
the character the player inhabits for their entire time in BioShock
Infinite. The skelches above are Just some of the myriad Iooks
Booker took along the way, from a scowling youth to a square-
jawed comic-book hero.
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Once the creative team “found ¥ Booker among the designs, countless iterations of expressions, ages, and demeanors were explorea'. The drawings on this page show the
transition from the broad strokes of a sketch to the more precisely defined anatomy needed to bring Booker to life in the game.




@ >——-w> CHAPTER FOUR cS~———=_

SONGBIRD




Songbird is the spiritual successor to BioShock’s Big Daddy, and so it needed to be large, iconic, and terrifying. Countless variations
of mechanical dragons, flying men, mythological beasts, and oversized birds were explored before settling on Songbird’s look.







Creative Director Ken Levine wanted a character
capable of expressing emotion, intensity, curiosity, and
menace. These sketches show different approaches to
articulating the most expressive part of any creature—
the head and eyes. Like puppeteers, animators are able
to communicate volumes through simple articulation.
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These detailed sketches of Songbird’s construction are invaluable references to the modelers and animators who ultimately
bring the menacing creature to life in BioShock Infinite. The artists explore any detail they find interesting, expressive, or
confusing, so the final creation feels entirely at place in the city of Columbia.
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It was important—in a floating city defined by its airspaces and vistas—that one of the
game’s signature antagonists could fly. Only a creature visually defined by its wings
could properly dominate the spaces of Columbia. However, a creature with enormous
wings presents a problem in enclosed spaces, leading to a complex design that allowed
the Songbird to believably fold its wings as needed. This has the added advantage of
providing tremendous detail and believability to the model, forcing the player to ask,
“Just what is this creature? Alive? Machine? Or both?”

77.
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As Songbird evolved, it became clear that not only would he be significant in the game, but would also become a symbolic focus of the
game itself, featured on posters and advertisements both in the world of Columbia and in the Ultimate Songbird Edition. LEFT: This image
illustrates the complex relationship between Elizabeth and Songbird in a single painting. ABoVE: The shadow of the Songbird is always

on citizens of Columbia. FOLLOWING PAGE: This image captures the dual nature of Songbird—graceful and even beautiful in flight, but a
leather-clad horror when enraged.
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Founders
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The Founders are Columbia’s ruling elite, and many explorations of key figures in
their leadership were made. These pages show several treatments of Zachary Hale
Comstock, culminating in the white-haired prophet seen in the game (below).






ABOVE: Treatments of the Founders’
ruling hierarchy at times drew on the
insignia and dress of religious and
military orders from history, whether
the robes of the clergy or the aprons of
the Masons. BELOW: Explorations of
the military garb of the Founders and
Comstock’s personal guard.
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FACING PAGE: More variations on the military
uniforms of Columbia. Some enemies were
conceived to degrade in combat, with picces
of their armor flying off in the heat of battle as
they lake damage. ABOVE: Several treatments
of Fink, an industrialist who runs much of
Columbia’s infrastructure and commerce. He
was imagined in many forms, from an elderly,
Scrooge-like figure (top left) to a brazen,

masculine captain of business.



Citizens
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The workers and security guards of Fink Manufacturing.
Artists explored many ways lo make the dark oppression
of Columbia’s lower classes apparent to even the most
casual observer.
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LEFT: In the original conception, Fink’s industrial enterprises were fueled by these
half-human, half-machine industrial slaves. THIS PAGE: Characters you’d find at
Battleship Bay, a propagandistic theme park.
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himself. Another veteran of war, seen here in his well-worn
uniform, he uses his soldiers to get what he wants.
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Daisy Fitzroy is the leader of Columbia’s Vox Populi movement. Her character, inspired by famous radical
leaders of history, is an embodiment of charisma, power, and fanaticism. These sketches show the evolution
of her wardrobe and the exploration of details as seemingly simple as her footwear.




THIS PAGE: More treatments of Daisy and the members of the Vox Populi.
RIGHT: Like any resistance, it was important that the Vox’s weapons, armor,
and tactics seem scavenged from the world around them. These sketches
explored makeshift heavy armor and mobile bullhorns.
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THIS PAGE: Further exploration of the Vox. It was important that they be believable workers
and tradesmen of Columbia, not trained fighters. RIcHT: Daisy emerges as a charismatic and
formidable leader. These sketches imagine her rise to power.
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These are numerous early treatments of the Motorized Fatriot, originally designed as a
kind of motorized propagandist who would keep the citizens of Columbia informed—
and in line. Even these early abandoned sketches included details that could be used
as guideposls for modelers, should the sketch make it into the final game.
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FRANKIIN

DAMAGED

As finally realized in the game, the
Motorized Patriots were originally
intended by the Founders as attractions
at the Hall ofHeroes, each representing
a founding father of the United States
with the porcelain face common in dolls
of the era. They euentually came to be
deadly “faces of America” that served as
Columbia’s security sentries. LEFT: Of
course, any weapon can be co-opted; in
this case, a motorized Abe Lincoln has
been laken over and mpumosed by the
Vox Populi.
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As the Motorized Patriot became a signature Heavy Hitter in BioShock Infinite, sketches
like these were used to clearly define the materials and method of his construction.
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Boys of Silence

The creepy Boys of Silence were originally designed
to recycle sounds and use them as a weapon. Over
time, these trumpet-masked children found their role as
Columbia’s security cameras, sounding an earsplitting
alarm when they hear Booker’s approach.




The Siren taps into a very real turn-of-the-century social trend of séances and
mediums, as many believed that the spirit world was only barely separated from the
physical world. She was the final solution to an archetype the design team was keen
to include—an enemy who would force players to think tactically about whether to
target her or her resurrected minions.







Handyman

Another Heavy Hitter, the Handyman was deliberately drawn with porcelain
hands meant to evoke the feel of late—nineleenlh—cenlury handcrafted toys. The
Irrational Games artists went through several iterations of bodies and heads
before settling on a final version
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LEFT: Further explorations of the Handyman, which would
lead to several of his key features: the scarred face, the
exposed heart, and the delicate yet deadly hands. While a
tragic and perhaps sympathetic character, the Handyman

is also a fearsome enemy—nimble, fast, and able to fling
lesser creatures, friends and foes alike. BELOW: An early
mood piece, showing the pathos of Columbia’s huge-handed
cyborg. The Handyman is a tragic ﬁgure—a sad, pathelic
Frankenstein’s monster.
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ADVERTISEMENTS
& PROPAGANDA

The use of signage, advertisements, typography, and industrial design is just one of the
ways Irrational Games brings a world to life. The city of Columbia was built on grand
ideas, which the Founders pound home thmugh constant propaganda. The Vox turns to
propaganda of its own in calling for revolution, while the many citizens of Columbia
produce a propaganda all their own in their advertisements.
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CLEAN AND SERVICE

REALIGNMENT WORK § 100

STOCK WORK
RESTORATION SERVICE
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e
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$25

$50
$75

GRIND AND POLISH $ 20
DECORATIVE ENGRAVING $ 125
CUSTOM SERVICE $120
METAL REFINISHING $75
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VIGORS
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Combining firepower and superpower, Vigors are concoctions that give Booker
control over various supernatural forces. All of the Vigors in BioShock Infinite
were given a dozen or more visual treatments before the ﬁnal versions were
approved. FAR LEFT: Treatments and final design for Bucking Bronco, which lets
Booker levitate enemies for a time. THIS PAGE: Shock Jockey gives one the ability
to harness the power of electricity.
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ndertow
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After drinking the Undertow Vigor, you can either pull enemies toward
you or push them away. The artists agonized over every visual detail,
striving to make each Vigor bottle be something you’d be delighted to
have as a real object on your shelf.



Murder
of Crows
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Murder of Crows was featured in the very first BioShock Infinite trailer, and its iconic bottle
was produced in a physical form as a special collectible. In the game, it allows the imbiber to
summon a swarm of birds to attack enemies.

140.






o ¢ An early concept in BioShock Infinite was that those who came to rely
l O r un l e S too much on the superhuman powers of Vigors would discover that they
could be transformed by their addiction. These early concepts show the

physical representations of their chosen powers.
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SKY-HOOK
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As the Sk_y-Hook became a key part of the game, it evolved to become a
dual-purpose device: personal aerial transporter and lethal melee weapon.

SKY-Hook SrliKgs AwD SXy-Huolh ReTeAcTS AW
dooKs vt Heud ’YCMS Ueu 0-@



A
T




" WEAPONS &
L OAIRSHIES




The art team at Irrational Games focuses heavily on the look of materials, and

nowhere is this more evident than in the collection of Columbia’s weapons. There’s
e a O n S plenty of fine grain on the stocks and grips—and note the texture of the old steel,
stained and scratched from heavy use. It’s the materials that give these weapons their

old-fashioned 1912 appearance. BoTTOM RIGHT: The weapons of the Vox Populi,
identifiable from their signature red accents.
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Once core weapon-design concepts are solidified, the art team
goes to work putting excruciating details into each weapon.
While designed to be believable alongside period firearms, each
weapon in BioShock Infinite is entirely unique, down to the
last rivet. Every detail in Columbia—from the number of teeth
on a gear to the decoration on a pump handle—is explored

by the art department before it’s put into the game. Without
these details, a video-game world can end up feeling generic.
TOP RIGHT: Sketches for the Founders’ turrets. The rightmost
images were discarded for being too modern in their shape and
construction. The final version wears a hat like those seen on

the Confederates in the Civil War.
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Airships
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Airships in Columbia range from simple transportation vessels to the elegant
flagships of the Founders to deadly sentries in the sky. BELOw: Sketches of the
First Lady, the airship Comstock built for his wife.
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Exploratory sketches for zeppelin-mounted turrets.



Top: Airships in Columbia aren’t merely decorative—they are environments Booker will need to explore. This early
treatment looks at the control room ofan enormous airship. Borrom: One of the art team’’s earliest studies of an airship.
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GOLUMBIA

The following pages present the floating city of Columbia in all its complexity: the colorful
and inspiring world trumpeted by the propagandists; the day-to-day world of commerce
and industry; and the darker, more troubling world which foments the Vox rebellion.
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& ——=>THE ART OF c——»

In The Art of BioShock Infinite, delve deeper
B I U 8 H 0 G K I N F I N I T E into the city of Columbia—the fabled floating
metropolis built by the US government in the
late 1800s to serve as a beacon of technology and achievement for the world! This deluxe hardcover

features production designs and concept illustrations focusing on main characters Booker, Elizabeth,
and Songbird from the highly anticipated BioShock® Infinite video game. See the evolution of the
Heavy Hitters, the populace of Columbia, the Sky-Hook, vigors, airships, and much more! This deluxe
hardcover also features an introduction from BioShock® Infinite Creative Director Ken Levine.

BioShock® Infinite, developed by Irrational Games, won over 75 editorial awards at E3 2011,
including the Game Critics Awards’ Best of Show trophy.
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“A title that is likely to define the video game
landscape in the years to come.” —cins vvoruer

“BioShock Infinite is exactly “The birth of a
what the franchise needed.” new gaming icon.”

—OXM UK —EDGE MAGAZINE




