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Foreword by the Game Director
Coames e mot art - af least aot yet. But there is art in games,

‘Dreamfall: The Longest Journey has been a collaborative effort from beginning o end,
and nowhere is that more evident than on the visual side,

With direction from Christer Sveen, the artists have constructed a world that is beautiful,
exotic, and alive, and also very different from most game worlds. *Dreamfall’ is bright and
colourful, detailed and dense, and it's a world you want w wander around and get lost in.
From the darkly intriguing characters of Venice to the vast open vistas of Arcadia - from
the personal and intimate to the grand and epic - the art of "Dreamfall” spans worlds, ages,
and styles as casily and confidently as, well, lipping a page.

In this book, you'll geta sampling of what 'Dreamfall” has to offer from the perspective
of the concept artists who worked on the game. It's a stunning testament to the talents
of art director Christer Sveen, and a fun behind-the-scenes glimpse at what goes into
the production of a huge game like ‘Drecamfall’

And, perhaps most importantly, it's a testament 1o one simple fact:

There is delinitely art in games.

Ragnar Tornguist

Foreword by the Art Director

It's hard to believe it's actually done. What a strange feeling it is, having spent somewhere
around three years on a game, watching the team grow from just a few guys to this huge
group of talented individoals bringing this game to life from nothing. And now here we
are, looking back at all the work, sweat, frustration, joy, discussion, polishing, Axing,
cursing, cutting, remaking, rethinking, trying, testing and tweaking that goes into making
a game like this.

Dreamfall is finished, and all we can do now is await people’s reactions, [1s a nerve-wracking
time to say the least, not knowing if people will love it or hate it. And no matter how good
or bad a gut fecling vou have about something there's really no telling what the rest of the
world will think. It's certainly been one of the most rewarding and also exhausting projects
I've ever worked an, and we have g..lim':.l a lot of valuable experience along the way which

I hope we can put 1o good use for future projects.

Art direction and creating concept art is very much about working with all the little derails,
sometimes things you may not even netice at first glance, and at the same time looking at
the big scheme of things, how everything ties together. | also think it's about taking a step
back now and then and giving people the room they need 1o be creative and contribute in
their own way. It takes a lot of trial and error to bring to fife all the characters, ereatures and
warlds, to get it vight, whilst at the same time keeping cverything within a consistent and
interesting style. On Dreamfall it's also been very impuortant to try to stay true 1o the magical
universe so many know and love from The Longest Journey, [ hope and believe that we have
achieved that, and al the same time managed to create something that can stand on its own
just as much as being a worthy successor to a great game.

Dreamfall being a modern adventure game and thus perhaps a little different from other
more mainstream games out there, it remains to be seen if there's room in this tough
business for games like ours, | definitely think the games industry needs more games like
Dreamfall, and if successful maybe we can even hope to open some doors for others down
the line. But regardless of how it goes, 1 can truly say that I'm very proud to have worked on
this game and with this team; Every single team member has contributed enourmously in
this collaborative effort, and 1 consider mysell truly fortunate to be able o work with such
i wide variety of skilled, inspiring and friendly people.

I hope you enjoy this book and this brief ook at the process of creating Direamfall,
and more importantly, the game which all of this artwork was created for,

Christer Sveen
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