








nyone who has ever worked at Oddworld or talked to me on just about any subject knows that
| am very passionate about the things that are of great importance to me, and can speak on
those subjects fluently. However, 1 am very straight forward, ond os o result don't have any

qualms about admitting when | om confused, dumbfounded, or just plain don't care.

Having said that, back in 1992, video games were o subject of very little importance to me, and
that is actually being quite generous. Even to this doy | still do not consider myself o gamer.
| worked with the pioneers of visual effects for film, produced motion-based rides and too many
commercials to count... many of them award winners. So when Lorne came to me with the idea of
starting o game company, | was justifiably reluctant. Why on earth would | want to start o game
company? | don't even like games. But | do love o good story. Lorne convinced me that gomes could
be used as o medium to reach people, to show them that there is o different way to approach the
thallenges faced in our everyday lives. No one wants to be preached to, myself included. But these

stories, fold with believable, loveable, yet somewhat unlikely heroes, with the intense creativity and

“passion that Lorne possessed? Now that appealed to me. Developing o truly multi-media property,

with our own IP, that would be as exciting on day-one as in years to come, well those were enticing

details, toa!

Ten years later, | am as excited, if not more than ever, ubout our company. Along the way, so many
have inspired and encouraged me. My dear friend and mentor Bob Abel from my days in effects of
Robert Abel and Associates wos one of the biggest influences in my life. Probably second only to

my parents, who always encouraged me.

This book is a labor of love. We didn’t do it for any other reason, and that isn't really an incentive fo
most publishers, but our friends at Ballistic graciously accepted to take on the project. And of course
it wouldn't have been possible without each and every Inhabitant. To them | owe o tremendous
thank you. You made Oddworld Inhabitants much more than o mere video game company. | also
have 1o give very special thanks to Steven Olds, Farzad Varahramyan, Robert Brown, Raymond
Swanland, Silvio Aebischer, and Gautom Babbar, through whom the initial vision, choracters and
environments of Oddworld were brought 1o bear. Without their unbelievable talent and passion, this

would be a book full of blank pages.

In the end, the thing that matters most to me is for the people who ploy our games to really
care about what we are ottempting to do. Our fans are some of the most intelligent, defiant and
independent in this industry, and also some of the most dedicoted. They don't always like what
we do, and they aren’t ofraid to let us know, and that is why we love them. They make Oddworld
a better place, o living, breathing entity. My wish is fo confinue to make them laugh, grumble,
jump, and yell in more and more environments, through more characiers and in new media. The

best is yet to come!

Oddest Regards,
Sherry McKenna
(E0/Co-Founder
Oddworld Inhabitants
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t was 1992 when | first started sharing my thoughts obout the gome industry and its
possibilities with Sherry McKenna. She wos my boss at the time, yet she wos o great menlor and
a brutally honest friend. She was also the most incredible producer that | had ever witnessed

in action.

| shared with her my dream thot we should create a company. A gome company. One that would
focus on creating o unique 3D CG universe full of characters and stories that would reflect the
twisted ironies of our consumer-driven culture and the dark side of globalization. For heroes,
we would focus on the most unlikely of individuals that would somehow find the power within
themselves fo rise up and ultimately moke o difference. At the time, she thought | was bonkers, but

she did like the characters and their plights.

It was two years later that she and | finally founded Oddworld Inhabitants. We were trying fo bring
more of the film and production design world to games af the time. It was o chollenging effort, to
say the least. Not many film production designers and artists wanted to “step down” info games.
They would rather have worked on films and other mediums where their creations wouldn't be

compromised by limited display copabilities and minimal computing.

Yet, we were able to attract those adventurous and tolented individuals that cared more ahout
the potential of creating unique inferactive characiers, their worlds and their stories... than they
did about the limitations of o particular delivery system. They all wanted to work with o crew of
talented people and focus their collective energy on trying to create something new, something

different, and hopefully something exciting as well as inspiring.

It’s been fen years since, and we've been successful on some fronts and we've failed miserably on
others. Regardless, and no matter how challenging our path has been with the many obstacles we've
encountered thot seemed 1o spell certoin doom along the way... we've always tried to learn from
our mistakes and forge onward in our efforts to create stronger gaming experiences that, hopefully,

would give oudiences something to love.

The book you hold in your hands represents a collection of artwork that was created within the walls

of 0ddworld during our first ten years. We wish we could have included all of the artwork that the

studio had created in that period, but ten-pound books seem to be a rarity these days. We hope you

enjoy these pages as much as we enjoyed creating them.

Lorne Lanning
Co-Founder / President / Creative Director
Oddworld Inhabitants

Foreword
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Chapter One

INSPIRATION

The brains behind Oddworld are pretty sick and
twisted, but there’s method in that madness!
Beneath every fart joke, meat grinder, and
loincloth is a foundation of subtext. The
nutritional content of Oddworld, with a side
of humor and enfertainment, creates a well-
balanced meal that satisfies a variety of gamer
appetites, from sophomoric to intellectual, and
many in between.

A 1994
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t Oddworld, the ideas began within the mind of President and Creative Director Lorne
Lanning. Trained primarily as a visual artist and illustrator, writing epic stories wos not
Lorne's primary interest or skill. However, over time he found writing to be the most

effective vehicle for expressing his ideas.

“| found writing, and | hadn't found writing before. Writing became the most powerful medium for
me because it was the most prolific in my being able to get the things | imagined in my mind into
a form where other people could see it, by reading it. Writing is fluid and fost, and isn't bound by
mechanics or budgets. So as | became frusirated by the things I'd see on the news, I'd write these
little strange stories that had these weird characters that were embedded in the issues that were
bothering me at the fime. So that became sort of a psychological exercise. A therapy to be able to

write and vent my feelings in o creative way.”

This personal writing developed into tales of unlikely herces, set in realistic, yet fantastic
.envirunments, It created the framework for which oll Oddworld charocters, environment and
storylines would be built upon. Oddworld's heroes are always more than they appear 1o be. The;,r
are believable characters confronted by very human dilemmos and extreme circumstances that
threaten their very life and liberty. Their journey is that of the mythological hero—the soulful quest

for wisdom, enlightenment, and the freedom to live.

More specifically, the plights of these characters mirrors injustices inflicted by corrupt greed and
power mongers against real people everyday, throughout history. Truth is stranger than fiction,
and when you look under the covers of many of today’s multi-national corporations and their
feeding practices, you find enough material 1o lost o lifetime. For example, Abe was inspired by
the digmond miners of South Africa, who have long been subject to slove-like conditions while

working for diamond cartels.

Munch was inspired by creatures that lose the extinction batile every day to our gluttonous
appetites, and the hundreds of millions of creatures subject to laboratory festing everyday. Whether
or not the oudience agrees that the practices are acceptable or not, they are inevitably drawn fo
care for these victims. Ultimately, there’s o story with a lot of heart, but built upon some nutritional

subtext. Hopefully in doing this, there is insight that reveals itself in the work, and as a result, helps

to inform or question the beliefs of the oudience.

Inspiration
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The journey of the Oddworld hero is played out in living environments, with structures mimicking

musical instruments, vehicles and devices imitating creatures, and fellow creatures imitating our
real-life friends and foes. Surprisingly, the most fantostic of these places and choracters rarely
gver even make it into the game. The artists’ images remain in two dimensions on the walls of
the studio, their future put on hold by the real-world- budgets, deadlines and commercial appeal.

But, the inspiration they provide still seeps info each and every element of the gome as they are

 viewed daily in the halls,

This inspiration, combined with real-life reference, is what creales experiences that are more than
just junk food. Globally, people understand that persistence, empathy, cooperation, and the se of
brains for problem solving are fundamental approaches to getting ahead in life and creating the
type of world we all want 1o live in. However, the forces of good and evil are not nearly as clear os
they have been in the post. Truth isn't announced on the six o’clock news or strategically ploced of
eye-level ot the local megalo-mart. Thinking about these issues isn't something people are normally
inferested or excited about doing. But, if it can be done with o twist of sarcasm, a dollop of irony,
and o healthy dose of humor, it can be entertaining. So, why shouldn’t these themes be part of the
video game experience? Why shouldn't gaming help individuals identify with what's going on in
the world today? Oddworld infuses the common dilemmas that everyone experiences into a package

that they can laugh with, yell of, fight for, and ultimately overcome.

~ Previous spread, left: Abe ond Munch PR image for Munch’s Oddysee.

Previous spread, right: The Oddworld jewel logo.

Previous spread, below right: R&D (G image done prior to Stranger.
Above: (G still from Munch’s Oddysee.

Below: Company logo movie still from Abe's Oddysee.

Opposite page: Native warriors poster by Silvio Aebischer.
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Music is very important in creating the depth of tone and mood in
Oddworld. Though there’s rarely been opportunity to show it, music is
also an important aspect within the characters and cultures. For the
native Mudokons across Mudos, beats and melodies reflect the chythm
and pattern inherent to nature. The “Song Engine” is on example of
ancient Mudokon technology that is meant to harness nature's energy to
create spiritual music that, in turn, reinforces and profects the natural
spirit world. As the living waters of the river flow through the Song
Engine, music plays to welcome friends and word off enemies. If o threot
persists, the giant wooden sentinel can be brought to life with the chimes
and drums os its heortbeat. However far the music carries, the sentinel

can bring its strength to hear.

As Oddworld continues to expand, music will
certainly play a larger and larger role in defining
the encountered cultures.

In creating o luxury vehicle for o boss character, gothic horse-drawn
carrioges were o good starting point. Designers were inspired by their
luxury, iron work, and oil lanterns, but made it slightly creepy with the
stingy center spine. The bat-like soils gove it more of on onimal-like
quality. Designers olso had fun balancing the functionality with the
tharacter-giving elements, and for this design the overall shape of o

seashell wos appropriate since the gome evolves around water.

Previous spread: Oddworld map design by Robert Brown.
Opposite page: “Song Engine” by Roymond Swanlond.
Above: “Corporate Blimp” by Silvio Aebischer.

Inspiration
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Mongo River was imagined early on as u series of self-contained valleys, each with gate-like dams
on either end. Like the locks on the Panama Canal, each dom would separate the valleys into
progressively higher elevations. From tropical jungles of the lower river to the snowy peaks of the

river’s origin, a variety of environments would be encountered along the river.

The painting on the right was done for the real-time urtists os o rough guide for how Industrial
facilities could look in the gume. The design for these facilities was inspired by o “what if?" What
if you took o modern dam and crossed it with elements from ancient Japanese architecture? After
many iterations, a longuage was established for the facilities of the game. Strong simple shapes
rooted the building to the ground with more detailed wood structures on top, breaking up the

silhouette.

Above: Tropical Valley color comp by Raymond Swanland.

Opposite page, right: Indusirial dom color comp by Gautam Babbar.

November 1994
Co-founders open temporary
offices in Los Osos, California.
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What were once huge welcoming causeways became choked by obtrusive
facilities that nestled into the banks like parasites. While the ancient
architecture accented the londscope, the invoding industrial structures

assimilated the surroundings and spread like o concer.

Abe's continuing journey towards revolution promises to take him to places
that will test his resolve and open his eyes fo the post. This design for o
Mudokon temple represents the mystic places thot have been lost on the
fringes of the lond. Ancient knowledge is hidden in the forgotten places of

Oddworld and awaits those brave enough fo quest for their secrets.

Noah's Ark sparked the idea for this painting. It was done for a story idea

early in development. The idea wos, os oreos of Mudos get industrialized,
the indigenous species of those lands flee to other lands. The ships they

took now stand as relics reminding them of their past.

Top: Color comp by Goutam Babbar.

Above and opposite page: Color comps by Raymond Swonland.

Inspiration
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The few Mudokons that have not been ensloved are scattered and
disorganized, but there may still be pockets of strength hiding
away and waiting. This Mudokon river city, hidden deep within an
ancient swamp, is o concept for the way some desperate holdouts
may hove come to build o piece of Oddworld’s bright paost.
Ancient wisdoms and technology may survive in some small form,
hut they are too cut-off from each other to form any real strength.

Mew leadership moy some day call them out of the shodows.

The Mongo River was once the spowning grounds of the Gabbits
of old. Much the way Native Americans held sacred the running of
salmon up their rivers to spawn, the Inhabitants along the Mongo
River praised the Gabbits. These designs depict o monolithic
shrine at the river's source colled Ma'Spa. In these pools, the
Gabbits would spown the next generation and confinue the cycle
of bringing life to the Mongo River. The concept painting on the
left illustrates Munch and Abe on the final legs of this journey,

standing ot the gotes of Ma’Spa.

Above: “River City” by Raymond Swanland.
Left: “Ma'Spa” by Goutam Babbar.
Opposite poge: “Ma'Spa” by Raymond Swanland.
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5. THE HALE

Many designs are never used but may lead in o direction that will heovily influence whaot is
eventually used. Most movies, especially fantasy, scence fiction, ond animated films use this same
technique to create inspirational ond unthought-of concepts, that eventually lead to the desired

design.

Small thumbnail-sized color studies are quickly done with govache. In just o few brush strokes,

these tiny imoges con quickly set the mood for an environment.

Detailed pencil sketches are the first stage in bringing o character to life.

Many of the images shown in this chapter were created for “inspiration”. Only the modelers and
animators working on the gome or movies see these imoges. A mere fraction of the designs octually
make it into final production. Explored and drawn in detail, these characters, environments and
facilities remain port of the unseen Oddworld Universe, someday hoping to find their way onto

the screen.

26 The Art of Oddworld Inhabitants

ITERATIONS

A large port of Oddworld's production philosophy revelves around iterations. Specifically, the
expectotion that every element of our games will go through a series of revisions before they are
complete. However, repetition by itself is not enough. The key is not how many times something is
reworked, but the direction and progress gained by the thoughtful review and criticism of existing

work.

The only way to be assured that the best design is achieved is through the iteration process. The
Inhabitants joke about it, but yet they know that there’s nothing funny about just finishing a pile
of design iterations, and upon inspection Lorne says: “It's o good start.” Translation: “You are not
even close. You haven't even scratched the surface.” This is the grind, but ot Oddworld you have to

be able to work through the grind in order to get to the best design.

That's why the term “iteration” is really o euphemism for the grueling, yet ultimately rewording
process of Lorne’s “direction”. Through this process the accumulated production wisdom of the
entire studio is brought to bear on the emerging elements of our games. More simply put, we don't

rest until we believe we're getting it right.



Opposite page, bottom far left: Luskan Marauder design by Farzad Vorohramyan.

Opposite page, bottom, and right: Industrial factory concept by Steven Olds.

Top (left to right): Various color studies of characters and environments for Abe’s Oddysee by
Steven Olds.

Above left: Musklum design by Farzad Varahramyan.

Above right: Character concept by Steven Olds.

September 1995
Oddworld moves from the fog-filled offices
of Los Osos to downtown 5an Luis Obispo.

Inspiration
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“Hand of 0dd” is o real-time strategy gome that has yet to come to fruition. The logo design is
a good representation of the way many ideos are birthed ot Oddworld. The design is thick with
symbolism that defines the basic themes of the experience, a standard starting point for Oddworld
stories. Some of the symbols are obvious such s representing industrial technology os o bomb.
Other symbols are meant to be more cryptic like the beehive. The bees could be trying to destroy the
bomb or live on it os o home. Ultimately, the meaning behind the design is simple; the natural world

is at conflict with the industrial world, summing up o core plight of the Oddworld philosophy.

This production painting created for Hand of 0dd displays one of the first depictions of epic ormies
of Oddworld. This imoge represents a quite literal take on the themes of the logo, s the conflict
between notive and industrial is truly in the forefront. Battles of this scale have been o long time
coming; much talked about, hut. not yet witnessed. It's only o matter of time before great battles

are to be seen agoin on Mudos.

Mudokons who have been freed or who were never slaves are considered to be notives. Native

T T T T LR T

C

Mudokons fulfill jobs that nurture and cultivate the environment. Their ensloved counterparts ore

considered fo be civilized. Enslaved Mudokons are forced to fill dangerous workforce positions that

often strip commodities from the environment for their Glukkon masters.

Opposite poge: Hand of 0dd logo design by Raymond Swanland.
Top: Production painting by Raymond Swanland.

Above center: Mudokon job designs by Robert Brown.
Above: (G stills from Hand of Odd.

The one thing that Lorne required the new studio
to have was a pool table. This area is also the site of
Oddworld’s company-wide production meetings.
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Chapter Two

ABE

Abe is the very first 0ddworld hero and is held
in the highest regard by every employee and
fan of Oddworld. Although he is the epitome of
all that is lazy and non-confrontational in each
and every one of us, he’s also the part of us
that rises up from the convictions lying deep
in our soul to create the change so desperately
needed in the world. He gives us the ability to
see the injustice taking place around us, and
to believe that even schmucks like ourselves, if
properly motivated, can rise to the occasion.

1995
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be, first and foremost, is a Mudokon. Far away in the wilderness, where Sligs rarely tread,
wild Mudokons preserve the old ways, speaking in their melodious tongue and moving
mountains with psychic chants. Highly social, Mudokons try to see everything on the bright
side. They wont to be loved and be with others of their own kind. When approached by persuasive

characters, Mudokons forget about their old obligations ond follow instanily.

Abe, however, was born o slave laborer. Floor Waxer First Class, to be exact, and highly detached
from his ancestry. Like countless others, he was hotched from an egg in RuptureFarms1029, where
laborers are born, roised, broinwashed, and exposed to closed circuit TV that misinforms them
of everything. They don’t know onything ditferent, yet they come from o beoutiful culture that
used to be indigenous to the area—o culture that knew how to live with the lond. Abe lives in the
antithesis of that. He is in a ploce that is wiping out all the creatures of the culture that they used
to co-exist with. He's a bit like o Mative American working of a large meat packing plant. And

there is o cerfain irony there that he's not aware of. This is a ruthless place that he believes is o

great place to work.

He's o victim, he's an optimist, he's a flotulent klutz. He's also the savior of the Mudokon race.
Abe is constantly learning more and more of the injustices imposed wpon his people and their
native lands, coused by the competitive practices of the megalithic corporate families of Mudos.
To complicate things, each time he believes he has done the right thing, he later finds that o
tremendous backlash has resulted from his efforts. He is o pacifist caught in o world of injustices

and brutality.

This forms the basis of Abe's classic mythological journey. Extraordinary circumstances force
extraordinary feots out of an ordinary individual. Noture opened his eyes; ancestral spirits

influenced his morality.

3
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Nomes are o design process in and of themselves. Words are searched for that hove certoin feelings
associated with them, and then blended with other words that have cringe appeal. The goal is to
find words that people are familiar with and twist them into something that they're not familiar
with, but have a flavor that they can relate to. Scrabs came out of Crabs spliced with Scabs. If taken
too far, they become purely fantasy types of nomes, and any association that an audience might
already have is lost, then it's simply abstract ond doesn’t suggest anything. A simple name like

“Abe” seemed best for Oddworld's first alien-looking chorocter.

Was it destiny that the nome “Abe” wos chosen? It seems thot way when taken into account the
instant appeal the name had. Everyone seemed to agree: This poor little schmuck was Abe! But the
naming process had its ups and downs. Aboman, Abraham Lure, Aben, Prophit, and Monkfish were
just some of the names under consideration for Oddworld’s first hero. Once decided, it seemed
perfect. However, one day, disaster struck. Word got around the studio that his name was going to
be changed to Monkfish! Why? No one knew. Was it for legal reasons? Did Lorne go on o fishing
trip? Why? A few of the female stoffers conspired to stop this atrocity. No way was he going to be
called Monkfish! The word ABE was printed on and cut out of hundreds of pieces of paper. The little
papers with the word ABE were pluced all over the office for Lorne to see. The men’s bathroom, the
kitchen, in Lorne’s protein shake canister, his office. Under his mouse, his phone, his choir and even
in his wallet (hey, it was on his desk)! Anywhere Lorne would look, the word ABE would be staring

back! Messages were left on his voicemail... “Abe!”

The gals felt triumphant. They did everything they could to save their beloved Abe. The next day,
they found out that prior to the “revelt” Lorne had already decided to keep the nome ABE. Destiny
be thy master! Finally, the production staff had a name for the character they drew, animated and

brought to life.
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Lorne and production designer Steven Olds talked extensively about Abe before pencil was put to
paper. They did not have o particular image in mind, except that Abe should not be attractive and

have a pathetic, yet hopeful and optimistic, feel about him.

His physical posture should be poor, his walking gote humorous and noive, and the emotional

association should provoke sympathy when he is looked upon. After a great many iterations, o

three-guarter view nailed the energy and emotional quality of Abe. Additional iterations provided o

The Art of Oddworld Inhabitants

front view of Abe, as well as a three-quarter view, that were consistent in character emotive qualities

and pretty much became the Abe of today.

Top: Early Abe iterations by Steven Olds.
Above: Side, back and front views by Steven Olds.

Opposite poge: Three-guarter view color sketch of Abe by Steven Olds.







Abe does not have much of on imagination, but he does have o nose for injustice. He is not an~ From his big eyes to his stitched lips, Abe’s expressive face makes him an endearing

intellectual, doesn't practice the vse of logic much, but con become quite clever when under the  character. Sad, frightened, worried, or pathetic are some of his emotions. Mean and
pressures of dire circumstance. With the exception of just a little pollution from the logical mind,  angry expressions were explored but would never be realized.

Abe is the embodiment of pure conscience.

Above: Abe expressions by Steven Olds.
Opposite page: (G still of Abe from Abe’s Exaddus.

The Art of Oddworld Inhabitants
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One of the montras of Oddworld is that o creature design can't look like it came off o designer's
table: it has to look like it come from o mother. Meaning, it has to look like it could be o functional

creature—it must have muscles and bone structures that make sense.

Numerous studies for color, skeletal, anatomy and pesture are done for the modelers and animators
to use os reference. Abe's sculpture was created for digitizing purpeses only, o process that is now
obsolete. Before modelers were able create the model entirely in the software, sculptures would be
sent out for digitizing. That's why one arm is extended; 1o get the digital form below the arm and on
the side of the body. Then that information would be duplicated for the other side of the model.

Top: Color comps by Steven Olds.

40 The Art of Oddworld Inhabitants

Above: Abe sculpture by the Shitflett brothers was bosed on the production ort.

Opposite page: Abe skeletal and character views by Goutam Babbar

hosed on Abe image by Steven Olds.
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Though Abe was born a slave, the coloration of his skin reflects the notural world from which his ~ meant to stand out and draw the eye without seeming artificial or carteony. Also, his greens and

species evolved. Much the way reptiles and insects take on the colors of their native surroundings,  purples are very neutral colors that reflect his even-tempered innocence. The coolness of his tones
Abe's vivid greens and earthy purples are signs of his forest-dwelling ancestry. The contrast between ~ makes him inherently unthreatening and disarming.

his darker, vividly colored hide that is exposed to the elements and the soft, lighter skin on the

underside suggests a very animal oppearance. Yet, this is more of an indication of Abe's spiritual ~ Above: Abe color maps by Raoymond Swanland. Original Abe maps by Cathy Johnson.

connection with the beasts of nature than his place on the food chain. In many woys, Mudokons  Opposite page: (G rendering of Abe vsed for PR. The Oddworld jewel “necklace” is added to oll of

represent the link between noture and civilization. From a design standpoint, Abe's colors are  Abe's PR images during AO and AE. It was o way to sneak in "Oddworld”.
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Early iterations of Abe’s skin color included

white with cheetah spots.
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ABE GIVES JAPAN THE FINGER

Well_ it’s o long story that needs to be told. So here it is... Japan has o strict discriminating policy
against any simuloted characters entering their country with four fingers. Historically, Japan has
had o subclass of meat packing workers that were typically looked down upon in their society. In
luter days, the blatant displaying of a four-fingered hand gesture, intentionally directed at another,
came to mean that you were calling that person o member of the meat pocking subcloss. Which, it

must be understood, was not of oll o compliment.

It appears that the four-finger connection with the meat packing dass was due to work-reloted
accidents, but was so frequent that it came to symbolically represent the subdloss. It seems as
though this is o part of Japanese history that some groups within Japan would like to see forgotten.
Therefore, it is af great risk that anyone publishes four-fingered characters in Japan, as it may
very likely lead to legal battles with a vociferous pressure group. This group claims that this type
of representation is equivalent to, and os degrading os, the yellow star that Jews were forced to
wear by the Nazis during the Second World War. That is, it's offensive and degrading unless they
can extort enough money out of you. Then it's all okay. Case in point: It's been soid that the Walt
Disney Corporation is charged five million dollars a year by this group so that Mickey Mouse may
live in Japan and retain his original four-fingered design. Otherwise, old Mickey would need to see

a surgeon and have something done about that insulting fourth finger.

Well, being that this is Oddworld, this seemed like o perfect addition to the Abe story. It was
ironically perfect thot he was being discriminated against for being who he was. The message that
came from Japan was clear. They didn’t like his kind, and sincerely ;uggested his finger be chopped
off because Oddworld didn’'t have the money to pay up. It became clear that Abe needed to go
through the suffering that goes along with being a poor slob at the bottom of the food chain. Yup,
the finger wos chopped off so that the Jopanese wouldn't get offended. Such is life in Japan when
you're o four-fingered meatpacking worker. And that is how Abe lost his finger in Japan, so he still
might be able to get his message through to their culture someday. As a true believer in his couse,
he felt that the sacrifice of o finger was but o small price to pay in hoping to shed some light on

discriminations and injustices the world over.

Opposite page: Abe hand sketches by Forzad Vorahramyan and Steven Olds. (6 stills from Abe's
Oddysee.

“| had just got past those slogs when the strangest thing | saw,

a big moon was before me and its face was my paw.” - Abe
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Original plans were for Abe to come from a self-sustaining existence and move
into o factory model. Yet, in the end it was stronger to start him off within
the factory existence ond reveal to him one of self-sustenance; o fisherman
living in noture with his pet Elum. The fishing pole wos gone but Abe's smelly

pet Elum remained.

Above: Abe and Elum concept painting by Steven 0lds.
Left: Abe ond Elum concept sketch by Steven Olds. The "S" stands for
SoulStorm. Abe is holding a fishing pole.

Opposite page: (G image of Abe and Elum appeared on the cover of o Russian

game magazine.

The mame Abraham Lure is a referend

to his being a fisherman,
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i i ss=me_ & coplured Abe is subjected to the propagonda ond harassment of The Shrink. A
metmmiesl spider with a TV for o face, a Shrink is o very sophisticated artificial intelligence
desgued by Wykkers 1o keep high-value captives pmdutﬁve_ Shrinks are especially wseful in
s=nlimg with Medokons and conducting high-level Vykker diplomacy with other industrial families
Ea T

Opposite poge: Production skeich of Abe and The Shrink by Farzod Yorohromyan.
The Shrink was originally colled the Angel.
This spread: (G stills from o 30 second commercial for Abe's Oddysee. Produced by Oddwerld, it

never aired as o TV commercial but appeared on the game disc as an exira mevie.

A sculpture with the likeness of Abe has yet to be mass-produced.
However, Dnelreneqade German company decided to sculpt Abe even
though they weren't licensed to do so. While therr dedication was
admirable, they were ordered to cease and desist production.
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Chapter Three

ODDWORLD: ABE’S ODDYSEE

Originally titled “SoulStorm”, after the tasty
brew, “Oddworld: Abe’s Oddysee” was cleverly
renamed by the publisher. The logo is an
appropriate introduction to Oddworld and
its first Inhabitant, Abe. It represents the
sinewy style of Mudokon craftsmanship, using
natural elements to create functional items.
The signature purple glow implies the role of
mysticism in the ancient ancestry of Mudos and
its inhabitants.
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ddworld's first story combines mysticism versus consumerism with a mega dose of twisted

humor. Abe's Oddysee would establish the look and feel of Oddworld to the real world. Abe

had o lot riding on his shoulders, both in fiction, and in the real life history of Oddworld
Inhabitants as o company. If Abe's Oddysee failed, then the future of the Oddworld series would
have been in serious jeopordy. Luckily, Abe's story left every Inhabitant, fictional and non, with

hope for the future to come.

Selected by the fickle finger of fote, Abe was born a slave laborer in the meat packing Ffacility
of RuptureFarms. He thought he hod o good job as Floor-Waxer First Class. But one particulorly
bad financial quarter proved that the retirement plan was a lie. He overheard plans by his boss,
Molluck the Glukkon, to turn Abe and his fellow Mudokons into next quarter’s profits! Turning
Abe and his co-workers into Tasty Treats was Molluck's last-ditch effort to rescue his foiling meat

packing empire.

During his escape from RuptureFarms, Abe received a vision from the mysterious Big Face, showing
Abe that he must not only rescue his fellow Mudokons, but also protect all of Oddworld's creatures

from the predutory Magog Cortel.

After completing the arduous Temple Triols, ond journeying ocross o wosteland with his friend Elum,
Abe was granted the awesome power of the Shrykull. Returning to RuptureFarms, Abe destroyed
the foul slaughterhouse, rescued his buddies, and brought down some righteous lightning on top

of Molluck's pointy head.

Previous spread: Abe's Oddysee chapter title image by Roymond Swanland.

Opposite poge: (G still from the “Good Ending” movie.

Oddworld: Abe’s Oddysee
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THIS IS RUPTUREFARMS...

They say it's the higgest meat processing plant on Oddworld. An aggressive cohort of slash & burn
copitalists, the Magog Cartel is dedicated fo the mercantile conguest of the Oddworld Universe. They
eat rain forests for breakfast and stage toxic spills just for fun. The pristine continent of Mudos was
a happy hunting ground for the Cartel, but now that the resources are nearly depleted, Molluck the
Glukkon is ready to up the stokes and move on to greener postures ... after feeding RuptureFarms’
slaves into the Farm itself. |

54 The Art of Oddworld Inhabitants

RuptureFarms is the Magog Cartel's main meat packing plant on Mudos. The overriding goal of
RuptureFarms is to create the top meat processing facility by squelching innovation and ideos,
delivering rancid products to the market, and providing o terrifying, dangerous working environment
for their slaves. RuptureFarms is o classically ironic name for o sloughterhouse. “Rupture” isn't

typically associoted with meatpacking, yet it gives a certain kick in the groin impression.




This spread: RuptureFarms matte painting by Steven Olds.

Production Designer Steven Olds is responsible
for the designs of Abe and Abe’s Oddysee.

Oddworld: Abe’s Oddysee 55
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= “That's me. My name is Abe. RuptureFarms Product Lines: The Natural Beasts of Mudos provide stock for several food products
!_ | was employee of the year. Now I'm dead meat. distributed by the Mogog Carfel. Dozens of product lines are grouped under the RuptureFarms
| crossed the meanest boss in the world—Molluck the Glukkon. brand.
| was working late one night, ot RuptureFarms.
We use to make Meech Munchies, until the Meeches were through. Opposite page, right: RuptureFarms products concept by Steven Olds.
We still made Paromite Pies, and we mode some good Scrab Cakes, too. This spread: (G stills from the Abe Sweeping movie.
| thought | had o good job, but that was before | knew...
! How we'd make New and Tasty, | was still to find.

The truth, it turned out, now that would blow my mind." - Abe

56 The Art of Oddworld Inhabitants
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MUDOKON POPS

The original design for the Hudnknn Pops packoge consisted of a Mudokon's head speared on o
stick. Due to Juponese current events {another long story that we don't have fime to tell), the _
gruesome head was replaced by happy Mudokon ice pop grophics for our Japanese players. This

graphic was definitely a tostier looking treat! Original Mudakon Pops design by Steven Olds.

58 The Art of Oddworld Inhabitants
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“The Glukkons were scared, ‘cause profits were grim,
Paremites and Scrabs were .Iurning up thin.

But Molluck was cool-he had o plan,

A new source of meat wos already at hand. '

Finding New and Tosty would not be a fuss,

This new kind of meat-it was us!

| had 1o escape, | had fo be free, but there was no escaping my destiny.”

In Japan the game was
called “Abe a GoGo”.

Oddworld: Abe’s Oddysee 59
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MOLLUCK THE GLUKKON

The Boss of Bosses and the supreme representative of the infernational Magog Cartel, Molluck the  his belief system would not budge. No odd disaster or mishap could bend the determination of such
Glukkon is boss of RuptureFarms. Molluck was completely obsessed with success, the Glukkon way.  an obsessed and driven individual. Attractive by Glukkon standards, he walks on his hands like most
Single-minded and highly intelligent, he was the head of his class and loyal o the family in every  Executive Class Glukkons, and has awful cigar breath.

way. He was devoted and o true believer in the pursuit of wealth. No matter how bud things had  Opposite page: Molluck color concept sketch by Steven Olds.

become, he would pull it out.Even though disoster had struck and his small empire had crumbled,  Above: (6 rendered Molluck the Glukkon with RuptureFarms matte painting background.

The word Glukkon is derived
from “mollusks” and “gluttons”,

- Oddworld: Abe’s Oddysee 6]
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GLUKKONS

The facade of an elite class was a priority in creating the physicol look for Oddworld's first  This page: Glukkon production designs by Steven Olds.

exploiting Industrialists. A species that walked on their hands and had pathetic little feet that  This page, bottom right: Glukkon muscular facial study by Forzed Varahramyan.

would dangle was one of the first designs. It was very weird, but said a lot about the character’s  Opposite page: Design for an Oldger priest. Color comp by Steven 0lds.
exploitation of the poor and their own inability te do physical labor on their own. It was a bit of
an obstraction intellectually based upon royal blood lines in world history. Another concept was
that the creatures would originally come from swamps. Like slime that crawled out of the swamps,
which lent toward their aquatic traits. Descendonts from an octopus-like creature, the Glukkon

species was born.

Glukkons were originally
referred to as Oldgers.

b2 The Art of Oddworld Inhabitants
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Abe’s Oddysee
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SLIGS

Descendants from swamps and ancestors of sluglike creatures, Sligs are gunned-up slugs in

mechanical ponts, with itchy trigger-fingers and room temperature 1Qs. Lensed out ot birth os
corporate security personnel, Sligs are given mechanical pants or wings, batons, tear gos, various
types of weaponry, but are never tought to vse any of them all thot effectively. Small, nosally,
with loose tentacles hanging off of their foces, Sligs are so ugly they are forced to wear masks,

otherwise, upper manogement would simply refuse to work with them.

Background image: CG still from the “Abe Captured” movie.

Above: Color comp of Slig by Steven Olds.

64 The Art of Oddworld Inhabitants
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Originally called Order Guards, the word 5lig
is derived from Pigs and Slugs.
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SLIGS AND SLOGS

There's nothing more wholesome than a Slig with his Slog. Regular beatings by their Slig . Above: Slig studies without mechanical paints look slug-like. All Slig concept drawings
masters ensure Slogs are pathologically temperamental. Whether chained to o stoke or on by Steven Olds.

the prowl with their Slig handlers, Slogs are ever alert for the smell of fear. Opposite page: All Slog concept drawings by Steven Olds.

Opposite page, right: Hi res (G model of the Slog.

The Art of Oddworld Inhabitants
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STORYBOARDS

Movie moments advonce Oddysee's sophisticated plot line even as they delight the ear and
eye. Using production standards formerly displayed only in Hollywood productions, Oddworld's
movie clips are far more than mere “cut scenes” or "splash ort”. Detailed storyboards were done

to set the mood and look of Oddworld that would be visualized for the first time.
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This spread: Storyboord sketches for the opening movie by Steven Olds.
Above right: Concept skeiches of Abe's sleeping pod by Steven 0lds.
Opposite page: RuptureForms logo design by Steven Olds.

Oddworld: Abe’s Oddysee 69
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THE MONSAIC LINES

The Monsoic Lines are the unspoiled wilderlands of Mudos. The ancient Mudokon adorned their
sely wilderness with rock ort to tell the story of their people. Initiotes of Mudoken cults and
serrel sociefies wondered the Monsaic Lines to discover their own souls and to learn the history
of their culture. This sacred region is bereft of extensive population or powerful structures (such
o Temples). Sligs rarely tread here. While the rock ort covered structures are oncient, they have
seea corefully mointoined by Notive Mudokon ond various holy personoges (such as the Mudoken
Shaman ). The supersiruciure consists of a huge root system that supports the land maosses. There is
2 large reservoir under Monsoic Hidden which accounts for the moss-covered sione and wood. Deep
within the coverns is a holy chamber known os the Monsoic Sanctum. It's where freed Mudokons
e safe-housed. They are brought here to regain their spiritualism and get in touch with nature.

Badekons con be seen chanting and meditating in peace similar to Buddhist monks.

The embodiment of the spirit of the sucred beasts of Oddworld, the Shrykull is o divine creature of
vengeance that enters the souls of Mudokons completing the Shaman’s quest. The Shrykull stands
outside the cycle of life. It is o dualistic god: creation/destruction, fear/love. Abe becomes o

Shrykull for the first time once he receives the two hand scars from the Shaman BigFace.

Opposite puge: Environmental concept sketches and color pointing of the Monsaic Lines

by Steven Olds.

Opposite poge, left column: Game screens from the level.

Above: Massive rock statues of praying Mudokons guard the entrance to Monsaic Lines. Matte

painting by Farzad Varahramyan.

Below: Concept sketch of Abe to Shrykull transformation by Steven Olds.

Oddworld: Abe’s Oddysee 71
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THE PARAMONIAN TEMPLE
The massive forest temple sits atop o rock base and is mainly constructed from gigantic petrified
wood timbers tied together with large thick ropes made from vines. Round tree poles act as columns
and are decorated with ornote carvings. The temple entrance is constructed with the largest trees.
Mudokon technology is “primitive” only in that it relies on sustainable resources. Psychic energy,
wind, water, ond muscle power their machines, vehicles, and facilities, taking care to never leverage
a resource that connot be renewed. Mudokon croftsmanship can be quite advanced, even if the
Mudokons have lost the knowledge that once let them rear massive temples and build world-girdling
well systems.
Opposite page: Concept drawings of the temple, windmill, and props by Steven Olds.
Above: (G rendered model of the Forest Temple.
S e -

Production design notes for
the Forest level. The forest was
later renamed Paramonia.

Oddworld: Abe’s Oddysee 13
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PARAMONIA - The Forest
Bridges made from fimber and tied with vines connect land masses together. Pipes are made from thick prehistoric

skins sewn together with huge leather staples. Hollowed-out trees are also used as bridges and lodders. These pipes are

waterways that flow from the Monsaic wells. The rough texture of the skins is similor to reptiles and dinosaurs. These

skins are also vsed for various flogs, windmills, and covers for tunnel entrances.
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Opposite page, top: Game screens from the forest level.

Opposite page, left: Concept sketch of the Elum bell.

Opposite page, right: Concept sketch of o transitional passage way and beehive with honey.

Above: Color studies for the forest level.

This spread: All sketches and color studies by Steven Olds.

Oddworld: Abe’s Oddysee
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ELUM
Elum is o foul-tempered riding beast that considers itself anything but Abe’s sidekick. If
Elum isn't running away from Abe, then he's slobbering him with affection. His design

had to capture the characteristics of a lovable yet annoying companion. The skin bump

and color maps were based on the wrinkles and folds from rhinos and elephants.

The Art of Oddworld Inhabitants

While his underbelly was lighter like dogs, the Elum's back is darker in color from the

sun. Abe rode this wild beast bareback.

This spread: All Elum concept sketches and color paintings by Steven Olds.




Elum (mule spelled backwards) was the
largest character in Abe’s Oddysee.

Oddworld: Abe’s Oddysee
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PARAMONIAN TEMPLE INTERIOR
After invasion by the Industrialists, all that remains is an ancient hollow cavern filled with paramites

ond bats. Sligs and slogs stand guard over this once holiest of temples.

Bridges made of petrified wood wropped in twine ropes connect large rock formations at the base.
Sunlight creeps in through the temple walls but most of the interior is cool and damp allowing for the

paramite webs and cocoons to flourish.

Even our swag has high standards! Though sufficiently
odd, these official 1997 E3 whoopee cushions
didn't measure up and had to be scrapped!

T8 The Ast of Oddworld Inhabitants
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PARAMITES are natural beasts who make their home in the Poramonian Temple. While  Opposite page: Concept sketches for the inside of the Paromonian temple by Steven Olds.
they look harmless enough, Poramites are o feared enemy omong the Oddworld coves  Top (series): Color paintings of the interior temple by Steven Olds.

and catacombs. These carnivorous creatures are pale in color due to the lack of sunlight.  Above: Paromite view sketches by Steven 0lds.

Muscular forearms help them scurry on the ground and climb massive webs. Their six-

appendage, clow-like mouth is deodly.

Oddworld: Abe’s Oddysee 79
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THE SCRABANIAN TEMPLE

The desert temple pays homage to the once sacred Scrab. Built atop o tall rock-like formation, the
temple consists of odobe brick and stone. Decorative carvings ond rock art adorn the surface. Lorge
Serab sculptures stand quard around the entire temple. The temple cannot be reached by foot, only

via wind tunnel or air.

Large overgrown cacti are indigenous fo this area of Mudos. Mudokons have created passageways

and shelter without disturbing noture, but using it os part of their architecture.

Bl The Art of Oddworld Inhabitants

The Desert Temple was later named Scrabanian Temple.
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W= sprend- All concep! sketches and color studies
of the desert temple by Steven 0lds.
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SCRABANIA - The Desert

At first glance, the Desert appears to be o vast wasteland, but wiser eyes will see that life is all ~ Top left to right<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>