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The Zone— 

not just a desolate landscape whose real-world counterpart lies in the middle 




of Ukraine. It is a vast and living relic that means so much to so many. It symbolizes a 




near-postapocalyptic reality, human error, and—at the same time—the beauty and 




resilience of wild nature and the human search for meaning amid chaos and desolation. 




We strived to bring this symbol to life in every detail of our game: in abandoned villages 




and rusting facilities, in inexplicable anomalies and ever-present tension where lives and 




destinies are at stake. Of all the places in the world, there is only one that could become 




such a fitting setting for the Journey. 




Welcome to 

The Art of S.T.A.L.K.E.R. 2: Heart of Chornobyl. 

This art book is about our shared 




journey. You’ll see how the Zone in 

S.T.A.L.K.E.R. 2 

was born—raised from a concept into a 




virtually living world of events that you are now part of. Discover how reality and warped 




nature intertwine, and immerse yourself in the thoughts and emotions of the team on their 




path to creating this anomalous yet so real and familiar world. 




We are grateful for the powerful foundation, the legacy of the 

S.T.A.L.K.E.R. 

universe, that 




has supported us along this path. We also thank our fans who have stayed with us through 




the years. Your faith, your words of support, your energy—this is what fueled us with the 




strength to move forward, no matter the challenges. 




FOREWORD 
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Перимеrр 






PERIMETER 




The complex of protective structures called the Perimeter reliably shields 




the outside world from threats from the Zone. And the IPSF forces guarding 




it against intrusion have probably saved a lot of daredevils who decided 




to try themselves as stalkers. Those who have the right to cross the 




Perimeter must undergo exhaustive searches and checks to ensure that 




nothing leaves the Zone unnoticed. 




CHECKPOINT 




Tented trucks aren’t the most comfortable 




way to travel, but they are often the only 




way to get to the Zone. Everyone from 




world-renowned scientists to military 




personnel starting their shift will spend 




their share of time sweating or freezing 




under these tents until all their documents 




have been verified. 
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Yet the Perimeter isn’t indetectible. The Zone’s rage can’t always be contained, which results in breaches. The faults in 




the Perimeter usually brim with anomalous energy, making it a sight to see but a very dangerous place to visit. 




Unfortunately, even cutting-edge technologies are powerless against the pure anomalous energy. 




The Perimeter personnel still rely on reinforced concrete, metal, and hard manual labor. 
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DAM 




Abandoned and slowly decaying, the dam is now just a 




shelter for rusty heavy machinery. Still, its concrete 




structures can be a reliable sanctuary for any living thing, 




people and the Zone’s creatures alike. 
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TUNNEL 




The rusty rails of this tunnel haven’t seen a train for years, but it still 




is a strategic structure—though the IPSF insignias painted on its 




wall aren’t the strongest deterrent to the stalkers and bandits willing 




to try their luck looting the containers that remain. 
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Мала Зона 





LESSER ZONE 




The Lesser Zone is one of the quietest places one can ftind behind the 




Perimeter and a perfect place for the rookies to see the Zone for the 




first time. Though seasoned stalkers may consider it a playground, the 




Lesser Zone still holds enough dangers to become a serious threat for 




the novices. Who knows how many unnamed graves here belong to 




those who never set foot in the rest of the Zone? 




BANDIT CAMP 




The lulling safety of the Lesser Zone attracts another kind of 




predator—bandits. They aren’t interested in the Zone’s wonders 




or valuable artifacts; the rookies who can be easily looted will 




suffice. Their meager belongings aren’t much, but this 




“business” is much safer than anything deeper in the Zone. 
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The art team tried to connect urban decay with the often- 




romanticized criminal lore to create a unique atmosphere. 
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ZALISSYA BAR 




The Zalissya Bar is one of the few truly hospitable places in 




the Zone, offering not just shelter and relative comfort but 




sometimes even a helping hand to rookies still learning to 




navigate the Zone’s harsh reality. Its cozy interior carries a 




sense of nostalgia—close your eyes, and for a fleeting moment, 




you might almost believe you’re back on the mainland. 
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An aerostat is the last thing you’d expect to see among the Zone’s many wonders. Yet this strange 




landmark of Zalissya has become a beacon, guiding stalkers to safety—even when their PDAs fail them. 
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THE SPHERE 




Adorned by murals and surrounded by rumors, the Sphere is one of the 




biggest IPSF bases in the Zone. No one knows exactly what research is 




conducted there, but the mysterious atmosphere is largely watered down 




by the mundane personnel activities. It seems that they are much more 




interested in lining their pockets than in moving humanity forward. 
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