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Art by Samuel Deats. 
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Richter Belmont 




Richter Belmont comes from a long line of vampire hunters. With a rich history in the 




world of 

Castlevania, 

having appeared in multiple games with various looks, he was a 




difficult character to capture in the animated series. When 

Castlevania: Nocturne 

begins, 




he isn’t using his powers—not yet. Richter carries the trauma of witnessing his mother’s 




murder and has to find his way. 




Executive producer Sam Deats shared that finding the right, balanced design to represent 




all the different versions of Richter was exceptionally tricky. He worked on a variety of 




looks, as did character design supervisor Kathryn (Katie) Silva, who teased that Richter 




was Sam’s favorite character and therefore the most challenging to get right. 




Art by Samuel Deats. 




Richter’s hair went through an evolution. In the above concepts, it was smooth and looked more 




“boy band” than the team cared for. Silva said they had to give his hair some fluff and volume. 




Belmont Crest 
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RICHTER'S WEAPONS 




These images highlight a few of the many possible designs 




for Richter. The longer hair is a nod to his style in 

Castlevania: 




Symphony of the Night. 

Silva said the variations in his appear- 




ance probably made him the hardest character to draw. His 




numerous weapons didn’t help, simply because when a 




character has a whip or a sword, it becomes a challenge for 




continuity. Richter has both and no outer layer, like a cape, 




to hide them underneath. 
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When Drolta’s personal guard Nikolai and his 




vampire thugs attack Richter and Juste, Richter 




gets his groove back. Leaping into defense 




mode against vampires, the very creatures the 




Belmonts have a legacy for killing, makes his 




self-imposed blocks fall. The freedom that 




comes with opening up to his magical abilities 




brings new confidence and an updated look. 




As he wields magic alongside his weapons, he 




ties a headband around his forehead. This styl- 




ing is a direct nod to the accessory that Richter 




wears in numerous 

Castlevania 

games. 




Art by Samuel Deats. 
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“Here, we’re introducing Richter and Maria for the first time. I wanted to give Richter a little bit of that mystique where we’re not showing his face at first, then a quick draw effect 




on the whip snap and then that nice delay before the head pops off,” —Sam Deats 




Art by Samuel Deats, layouts by Kathryn Layno. 
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YOUNG RICHTER 




Castlevania: Nocturne 

shows young Richter on the worst day of his life, when the vampire Olrox kills his mother. 




Witnessing her murder shapes his path and the trauma of it causes him to lose his magical abilities. The character 




design for Richter as a child needed to connect the boy with the Belmont lineage and visually tie to adult Richter. 




“Certain aspects of his hairstyle and eye color invoke a bit of Sypha. Even though it’s hundreds of 




years apart, for fans that haven’t played the games and were coming from the original 

Castlevania, 




we wanted to slip in a few nods that would resonate with them.” —Sam Deats 




Art by Katie Silva and Samuel Deats. 
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SLEEVELESS 




Sam Deats explained that they wanted to pay tribute to the all the younger versions of Richter in the video games to 




some extent, but in the back of his head Sam wanted to work on a version of Richter that could eventually transition 




into the sleeveless version over time. Figuring out the elements of Richter’s design that could slowly be chipped away 




to get to that version was on Sam’s mind. 




Sleeveless Richter design by Samuel Deats and Katie Silva. V-neck Richter design by Suzanne Sharp. 
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RICHTER'S 




BLUE FLAMES 




Sam Deats explained the purpose behind 




Richter’s Blue Flames is that he is a Belmont, 




and even though he’s tapping into those powers 




that he’s inherited through the Belnades 




bloodline, his Belmont lineage is influencing 




his abilities and his magic. 




He said, “The blue flames are in essence, if you 




look at it in video game terms, the holy aspect 




it powers, it’s the divine side of the Belmont 




lead line coming through in how his magic is 




employed. That’s where the thought process 




for that was—he is a very literal combination 




of the Belmont and the Belnades coming 




together in beautiful harmony.” 




Sword design by Samuel Deats, 




flame effect design by Josh Aguilar. 




Katie Silva did this portrait of Richter, and 




they ended up using the art for crew T-shirts. 




This model sheet shows Sam Deats’s 




sketch of Richter alongside a sword 




with a design that recalls the Claimh 




Solais sword from the 

Aria 

and 

Dawn 




of Sorrow 

games. It’s massive in the 




series, as it is in the video games. 




Character designer Kathryn Silva 




recalled that 

Masters of the Universe 




director Patrick Stannard animated 




the shot where the ice took effect. 
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Sam Deats wanted this sequence to illustrate the moment of Richter becoming a true Belmont. He started on the Belmont crest, zoomed around and flashed into impact frame 




effects that they used for the opening of the original series and then throughout the show for important moments and big attacks. 




Storyboards by Samuel Deats. 
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Juste Belmont 




Juste appears in his sixties in 

Nocturne, 

so as Sam Deats noted, he doesn’t have the same outfit anymore 




but he still rocks. He explained, “I wanted to incorporate elements of the shape language from the 




speaker magicians of the original series. So you’re seeing some of the same touches. There’s this diamond 




shape at the edges of the speaker robes that I’m incorporating into a very Belmont-looking cloak as 




well as the bird-shaped pins that Sypha had on her outfit. It’s also in the robe as well as the buttons 




facing inward.” He adds that the armor is a direct nod to the type of armor Juste wears in the game. 




Art by Samuel Deats with Mari Arakaki. 




The design of the Belmont crest is consistent 




throughout the games, though it’s more ornate. 




The version we see on Juste’s armor and Richter’s 




coat matches the design on Trevor’s tunic in the 




Castlevania 

animated series. 
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