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Appendix A : Umran Ali CV

Details of Higher Education

Degrees, Diplomas &ostgraduate qualifications | Dates Awarded by

BSc Computer & Video Ganést Class) 2001-2004
M.A Creative Technolodistinction) 20042005
Postgraduate Certificate in Higher Education Reseal 20072008

University of Salford
University of Salford
University of Salford

& Practice(Distinction) 20082015* | University of Salford

Ph.D (ongoing)

ProfessionalQualifications Dates Awarded by

Fellowships of Higher Education Academy 2008 Higher Education
Academy

Employment Experience

Summary of employment, commencing with the present or most recent

Date From/To Employer Position held, brief description ofluties
and reason for leaving

March 2013Present University Of Salford | Senior Lecturer in Creative Media

Aug 201iMarch 2013 University Of Salford | Director Of Creative Media

July 2009August 2011 University Of Salford | Senior Lecturer in Creative Media

July 20068July 2009 University Of Salford | Lecturer in Multimedia

Sept 2004July 2006 University Of Salford | Visiting Lecturer in Art & Media

Sept 1998001 Freehnce 3D Artist & | Freelance 3D Artist &Designer
Designer (Seif 1 Pir8 Media(logobranding)
employed) 1 3D Artist(EternalKnighGame)

Publications and Research

Publications

Ali, U (2012) Virtual Landscapes: The Embryohia (1980.989).ISBN(978-95740860-9, Zayn

Creative

Ali, U (2012) Virtual Landscapedhe Transition Era (1994®99).ISBN 97&8-95740861-6, Zayn

Creative

Ali, U (2012) Virtual Landscpes: The Modern Era (20Q012).ISBN 978-95740862-3, Zayn

Creative

Projects(PracticeResearch)
Beyond Aesthetic Referencén interactive atural landforms reference togR014)
ShadowMoss Memorya Stereoscopic shio3D film made in CryEnging(3014)
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MindFlow: A Coldborative creative project todR013)

ShadowMoss IslandA Practice based exploration of Virtual Landscape Design, in CryEngine 2
(2012)

Virtual Landscapeiteractve Database: An interactive database of the landscapes in over 10C
games across 30 years in UltraHD panoramic form (Microsoft PivotViewer)

Virtual JeanClaude Risset2003 and 2004, Marseille, Paris/ F and Manchester/ UK, Fuchs, Ali
Ward (3D Artist & Giracter Animator)

Virtually FACTiciou@004) Ali, Fuch€ckermann with Darkhorse Venture and BT Exact

Heretic KingdomsThe Inquisition (2004), 3D People, Project Three Interactive BV, PC
Game(DesignCredit)

PlastiCity: 2004 2006 Bradford and ManchesteUK , Fuchs, Ali & Ward (3D Artist, Character
Animator)

Conferencs
Ruskin, Geology and Mountains: The Future of Game Design, UoS Pecha Kucha (2013)

Serious Games: Games Design & Landscape Architecture Ludotopia || Conference and Work
Series, 2011

Games Design & Virtual Landscapes A&D Research forum, UoS, (2010, 2011, 2012)
Anti-Piracy Countermeasures, IGDA, GDCE 2003

Exhibitions

Virtual Landscapes (2014)

AnimGame Fesitval MCUk, June 2012
Virtual Landscapes @ BBC Fusion (2012)

External Work
B.A Madlia, , Hong Kong Design Institute & University of Coventry, External Advisor ,2016

B.Sc Interactive Entertainment (Games Development), B.A Interactive Entertainment( Digital /
External Examiner Birmingham City University, 20045

B.Sdnteractive Entertainment (Games Development), B.A Interactive Entertainment( Digital A
External Validator, Birmingham City University, 2014

FdD Interactive Media, Northern Region College, Ireland, External Advisor (2014)

Edexcel/Pearson ;-Bevel Deigin & Technology/Product Design Specifications Redevelopment
Consultant (2012)

Edexcel/Pearson ;-Bevel Art & Design Specifications Redevelopment Consultant (2012)
Salford City College Games Design (Foundation Degree) External Advisor (2012)
Manchester Citege, BTEC Media Production(Games Development) External Verifier(2012)
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Appendix B: Lori en Design Document

Lorien: The New Shadow

A Quake 3 Arena Map

A write up submitted for the subject of CVG Desigh Assessment Level 1 in:
The full design documentan be found in DVD 2

Part 5: Thematic design

We can now create simple 2D drawings, which should provide us with our base concept, from which to work
from. Either hand drawn or Photoshop/Image Editor will suffice (However hand drawn maps are better since
they allow for better innovation and faster editing!). We should create more than 1 map, and choose the best.

From the map we can see that regions, have been placed so as to support the player in providing a mental
image of a map. Allowing the playertiecome familiar how areas interconnect with each other, allows:

1. The player to form a mental image in his head, of his relative location in the map and his relational
distance to gara objects (weapons, health e}c.

2. Less confusion and ambiguity when theyaais respawed after death. l.e. he knows where to run to
immediately and equip himself with a weapon, so as to join the melee as soon as possible.

3. Greater appeal of any story that the level takes place in. i.e. knowing for instance that a character in th
story chose a certain path, the player may decide to follow, and investigate for himself.
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Next we will look at how the map integrates the concept of good thematic design, and gameflow, in terms of
path choices.

Le gend

Grassy Plains
I Lake & Grassy ground
Lake & Waterfall

- Woods & grassy ground

I Dark & Musty Woods & leafy ground
Ruin & Grassy ground

B Wooden Bridge & Chasm

B Hidden Enclave

B Dark & Musty Mine & Stone ground
Stream & Grassy Plains

Il 1 1cuntains -

M Hiis

Gameflow Chart

Main Pvathway

In game Weapons/Models/Sound Conceptualisation

Weapon 1: Druid StaffA wooden staff (~6ft) made of old gnarly oak, long and thin with a carved staff head.
Fires powerful green plasma energy
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Weapons 2: Serpent Cankg:bronze cane (~ 4ft) made of a caltcane with a coiled serpent wrapped around,
with the head forming the end point on the top. Fires red broad range snake darts, causing poison/damage
until health/cure is collected.

Weapon 3: Necromancer Sceptw:large thin, white sceptre, carved out white marble shaped like a thin
forearm and hand, with golden relief patterns running up the sceptre, leading up to a golden hand grasping a
blue orb, pulsating gently. Fires a slow heavy ball of electrical discharged energy.

Weapon 4 Demon Rod smallrod (~3 ft), made of a dark, metallic like substance, jet black with a slight red
AKSSys &aKFLISR ftA1S F oFd t£S3 062yS: gAGK | OF NWSR 13
head. Fires a continuous stream of red/back flames, causing majoagka at short range and absorbing

strength from the victim to the user.

Model 1:A Large cliff face, made up of broken faces and small caves,
brown rocky texture, with reeds, small grasses, lichens, mosses
INRPGgAYT aLI NBStE@ Ay | YR | NP dz, GSNFI ¢
minimal

Model 2: A tree canopy covering the dark woods, thitdrk green
coverage, with little breakip allowing little pockets of sunlight to
stream through exposing the decaying detritus of the forest floor.

Model 3:Large central pillars made of smooth dark marble, which
stand in an arc in the central portionglmap.

Model 4: Large ropey bridge made up of old decaying word a
worn rope, broken in places.

Models 5a5x: Underground Mine structures, Pillars, crypts, covered
in dark, black speckled dust, spider webs, broken in places, ancient and old.

Part 6: Tehnical Architectur¥ @&t NBSLI NI G§A2y 2F GKS GSOKyA

gAft 0 S fonfHe BeRebpndent process.

(@
¢
w
ax
>
L
<

Art & GraphicsAdobe Photoshop, 3D Studio Max R3 (inc md3 exporter), Terragen

Sound & MusicDigital Recorder, Cool Edit 2001 pro, CakeWalk Sonar, Steinberg Cubase VST 5.1
Level DesigrEasygen, GTK radiant 1.1 TA

Now the initial, conceptualisation stage is complete, we begin the development stage.

Stage 2: Development

The development procegmn be broken down into different tasks to bempleted by each department.
(A&G)indicates take to be completed by Art & Graphics department

(S&M)indicates take to be completed by Sound & Music department

(LD)indicates take to be completed by Levelsigm department

(EXT)ndicates Bssible Extension In the future

1. From the thematic design magutline, create a height map (256 shades of grey that each represent a
change in height, i.e. black=lowest, white=highest, grey (128)=midway) (A&G)

2. From this Alpha/height map (known as both those names) use EasyGen terrain generator to create the
terrain entity mesh, divisions should be aroundZ®MAX (more =higher poly count) (LD)

! http:/iwww.music.salford.ac.uk/music2/web/localaccess/cvg/design/desigineline.htm
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Appendix C: THE Research Article

v

Academic turns to Ruskin to make
virtual landscapes that feel real

Games designers should try countryside rambles,
Salford scholar suggests. Matthew Reisz reports

A University of Salford academic
wants to encourage :}igital designers
to return to the great English tradi-
tion of landscape writing from
Wordsworth to Ruskin.

Umran Ali, senior lecturer in cre-
ative media, worked in the games
industry before joining Salford
as programme leader on its BSc
in computer and video games. He
is still involved in freelance projects,
such as one that hopes to visualise
“the regeneration of Bradford
city centre in a fully interactive
fnrm".

A keen walker and climber, he
has long been interested in finding
ways to “link back digital land-
scapes to real environmenrts™ and
the feelings they evoke in him.

Yet today’s games industry, Mr
Ali argued, is “still in the black and
white era, with companies doing

their own thing™ without any under-
pinning philosophy for their design
\\'()rk.

It was while reflecting on such
issues for his soon-to-be-completed
PhD that Mr Ali came across the
writings of the Victorian critic John
Ruskin and his dictum thar artists
should “go to nature in all single-
ness of heart, and walk with her
laboriously and trustingly”.

Ruskin, he said, had “a passion
for geology and natural sciences”
and was quite capable of “studying
a rock formation for a week to do
one pencil sketch. It is not good
enough to draw from memory. You
have to look at nature and find your
creativity there.”

Such ideas once inspired land-
scape painters and so could inspire
games designers today, he said. Yet
although “augmented reality™ tech-

niques now mean that “virrual
spaces can have all the power of real
spaces”, Mr Ali believed that too
many in the gaming industry still
fall back on what he calls “golf
course design”.

To take the debate for-
ward, he has produced
Virtual Landscapes, a
series of three
books on video
games exploring
everything from
“the giant mush-
room forests of
Morrowind” to
“the tropical
underground caves
of Phantasy Star
Online”.

After a trip to Snowdonia,
“reflecting and trying to relive what
Ruskin recommended”, Mr Ali
drew on his experiences to create
an experimental game and a design
methodology that he hopes could
be useful for both indie designers

and the mainstream games industry.
He has organised field trips as part
of his teaching and aims to embed
them more formally into his courses.
If virtual landscapes are to
make the kind of emotional impact
that landscapes in film often
do, he said, their creators
should listen to Rus-
kin’s edicts and “get
out into the real
landscape. You
won't be able to
take full advan-
tage of the tech-
nology we now
have by just sitting
in your bedroom.”
Games designers
would also be well
advised to look again art the
rich treasury of English nature writ-
ing that emerged from the late 18th
century, which Mr Ali calls “a great
heritage which should be referenced
by games designers™.
matthew.reisz@tesglobal.com
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Appendix D : Virtual Landscapes

Permission has been granted to use the following names and comments in this report
Review from Mark Jackson, Landscape Archit&d12, via ema)l

al A |} YN yZ

My name is Mark Jackson and | am a Landscape Architect practicing in AdelaidéStnatlia. | am currently

writing an article on the crossover between digital and physical play, and your Virtual Landscapes series of
books have been an invaluable read. What a colossal piece of work it must have been. | will no doubt make
reference to ias a gauge of how much the games industry has progressed in its portrayal of the landscape.
Landscapes within games has been a relatively unheralded medium of interpretation that | feel has lacked

wider recognition within the field of Landscape ArchitttBi® L QY SalJSOAlFffe& AydiSNBad!:

role as a key source of exposure to landscapes amongst younger generations of gamers. This is a particularly
interesting interpretation for those individuals who lack access to or experience aimdstapes, but whom

have been exposed to a diet of realistically rendered landscapes within games.

| feel the accessibility of games in exploring virtual environments and the ability for gamers to shape elements

of those environment as an empowering toillt & KIF ay Qi NBIFff& o06SSy dziiaf Al SR

that higher budget and civil projects are now affording the use of game engines to create their designs. The
potential for interaction and the ability to record how people respond taagetandscapes and configurations
would be an ultimate consultation tool.

Whilst the savviest of landscape architects have mastered 3D rendering software, the technical constraints of
portraying the landscape in comparison to architectural elementsXamele, has hampered the adoption of

such software. Interactive 3D software seems like miles away but the foresight of its benefits are clear to me.
What has your experience of this kind of software/hardware been so far in academia or otherwise?

Elsewherean the peripherals of the landscape industry | have come to notice basic elements of digital gaming
starting to enter the suite of conventional playground equipment. | see the future of digital gaming playing a
much greater role in outdoor play, even tighuat the moment games are largely domesticated. The advent
Y20AfS 3JFYAy3d RSGAOSa Aa adAtt NHzyyAy3I AdGa O2dzNES
long it will be until we see the mainstream return of headsets in gaming, whidtt thign harbor the ability to
augment reality and capitalise on the outdoor environment with greater effect?

It would be great to build up some dialogue relating to the possible future development and crossover of
digital play into the outdoor environmentam not sure what the current focus of your work is at the University

of Salford, but it is your reflection on landscape architecture and environmental psychology in your previous
work that has my attention.

I am back over in Manchester in ridddcembefor a month so it would be interesting tatch up and discuss

T dzNJ K S NIp £

Review from J. Femig015, Via Virtual Landscape Website

AVery interesting work with a lot of detail in all three of the documented @tasy illustrate a very important
journey of evolution in computer graphics. It highlights to me the large amount of thought and work that is put
into virtual landscapes within video games, perhaps more so in the earlier eras when the level of technology
was such a limiting factor. It is especially relevant now that technology is advancing to such a level that virtual

0

environments will soon be able to be presented almostphtdl f AaGAOFff& YR AYYSNAAD

Review from Shaheen@015, Via Virtual Landscape Website)
G¢KS @GANIdz-f €1 yRaAaOFILISa INB g2yRSNFdzZ t & GABARI L
LIK2 32 3INF LIKE d¢

Review from Lightning2015, Via Virtual Landscape Website)

o]

GLQ@S 2dald FAPEKAKSKRS NBI RAFBa (KWRdzIKS&@8QNBE SEGINBYSTE ¢

landscapes in videogames with visuals to reflect on the evolution of the virtual environments through time and
how something as little as block colours could still translate on sceegiewers as an environment with basic
features such as trees, whereas currently, technology has allowed the representation of virtual landscapes to

0SS YdzOK Y2NB LIR2gSNFdzZ FyR NBFIfA&ZGAO® DNBFG 62N)] | yR

9
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Review from Tol Rushton(2015, Via Virtual Landscape Website)

G/ 2yGSyid AdaSt¥F GK2dAK A& 3INBFGTZ L GKAYy]l GKS LI y2N
someone such as | who find that, while basic screenshots can give a decent overview ofsavisadtistthey

are very limited to the dimensions of the screen.In fact | had a conversation with a friend recently on the
arguments of wide vs narrow FOV in games, where one might argue that a narrow FOV improves focus on
target and makes you play bettdyut a wide FOV trades that off with an ability to appreciate the surroundings

a bit more and gives more immersion. The panoramas are almost like a support to those arguments because
AdQa fA1S GASeAYy3aT I RAFFSNBY (I iR NEsPecidl@apgangrd dith md@e y 2 NI
whimsical NVEs like in Windwaker, since we see a lot more of the fantasy elements on screen than we normally
would and we get to see how well they gel together.

| do also like the photographic research elements. Tine Bagoon was an interesting read and a great insight

G2 GKS KdzYly LAaedOKSe® L GKAY]l AGQa @OSNE 3I22R G2 f22]
to these environments. Anybody reading might then take a further look into what makksekament of a

landscape tick and by extension, have them have a look at their own work, particularly if they are an
environment artist themselves. It would be great to see even more of that!

al e L &dz33Said GK2dAKI AF 2R82QNBt D2Y iR dA 9SS NBB Q6 WiDK
Ay GKS ' yNBFt n Sy3ayS y2g GKIG AGQa adkNIAy3a (2 OK
902t SR ¢g2dz R 0SS | LISNFSOOG IRRAGAZ2Y G2 U K8peapeRSNY ¢
like to play in those environments despite a significant portion having to grit their teeth throu8ofis

Would gamers be as forgiving if the environment was urban, or futuristic? | believe some people are renewing

old game environments in ¢hengine as a comparison as well. You likely may have already seen it as an
SEIFYLX ST odzi GKSNBQa | @ARS2 2F YIF{INR{2 @GAfttl3sS 7
SELX 2NBZ LI NILIAOdzA I NY¥ @8 K26 YdzOK G(SOKyz2fz23& AyTfdsSyOos

Review from Lubna2015, Via Virtual Landscape Website)

G2 KFEG F INBIFG LIASOS 2F 62N] FYR 'y AY(UNRRdAZOUGAZY (2
gave me goose bumps. Fantastic imagery and the use of colours to bring the landscdpeseit like | have

2dzald 0SSy GF 1Sy 2y | 22d2NySe& 2F a2YS 2F GKS g2y RSNA
0KSaS AYlI3aSa KI @S 6SSy OF LJWidzNBR AyG2 GANIdzrf fFyR&AO

Review from Ste Marsha({R015, via email)

G ¢ K & wondedul array of research! As a hobbyist concept artist, | can see clearly the mission undertaken to
KAIKEAIKG GKS O2yySOilAaAz2y o0SiGs6SSy NBIf g2NIR SO02 ae:
about making sure forests are lushandgfeel YR gl G SNJ A& o6fdzS FyR aLI NJfex
purpose and believable. The natural flow of sediment, the arching of trees towards the North, weather systems
that work in tandem with lighting and tones to create mood, are all infludnme what we see in our own

world and beyond. | say this because | share teewimade in Virtual Landscapédhink if nothing else the

body of work helps to convey the sheer depths of research and development that intrinsically informs the
beautiful landscapes we see in games today. This is something that we can revere, and will continue to develop
dzy iAf GKS RAGARS 05G658y 6KFG Aa NBEf FyR 6KFG Aa O

Review/Request from Stephan Sabatié&013, Via emalil

Gl A i S NJ

| want to use a piece of your virtual landscape to illustrate the cover of a book in France. | ask your permission

to do so. You will find enclosed the illustration in which the landscape is used. This is the story of surviving a
crash that ends unaving to sirvive in a prehistoric jungléet me point out that it is not out selling this
illustration.¢ Kl y1 @2dz F2NJ @2dzNJ  yAsSNE FT2NHADBS YS Y& OoNB{S

Review from N. Sharif2015, Via email)

& 5 S I Ndag verXimpressed by the trip thglumemory lane and your depth of knowledge of each game.
The transition is incredible and underlines the impact of technology but also the detail and effort of those
coding these games. The visual effects are nothing short of stunning and-takatty. Itis hard to imagine

what the next level could be and whether virtual reality will be everything we hope it to be. Your depiction and
history illustrate how far we have travelled and give us hope for an even brighter future bathed in glorious
O2ft 2 dzNX¢

10
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Reviev/Request from NikolaosModestos Kougioulig2015, Via email)

aaN | YNy ! fAZ

First of all, let me express my enjoyment for discovering youalieaddress and getting the ability to send you

this message. I'm an undergraduate student of Mathematics at Aristotle University of Thessaloniki, with a keen
interest to Artificial Intellignce and Virtual Worlds. At my spare time, apart from my studies, | do some
research on the above fields.

I managed to make a panoramic image viewer in OpenGL, which uses as input a panorama image, then creates
a hypothetical sphere and treats the image atexture on the sphere, thus creating a 360 degree image and

the illusion of a virtual world. This method, equirectangular projection, has been used in early games of the
century, like Myst, to serve as a transaction from 2D environments to 3D worlds.

To make things short, after using various high quality panoramic photographs, | decided to try using
panoramas from virtual landscapes and environments, to recreate the atmosphere Myst and similar games
created. | stumbled upon your virtual landscapes, \piimoramas from the Elder Scrolls series etc. | tested
your images on my humble program with great results!

To my excitement, | may write a paper on panoramic virtual worlds, generating from virtual (or real)
landscapes, and what the possibilities and dféa may appear, but definitely not in the time being, being an
undergraduate student! As a result, | would like to ask for your permission to use your images, as published on
minus.com, in case | decide to write that paper.

| would love to share the reltsi of recreating 3D worlds using your virtual landscapes on my little program,
FYR ¢gK2 1y2ga> YFHedoS Ay (KS TFdzidzNBE Y& $2N)] LI GK gAft

Review byZubysan(2012, Via Apple Reviews)

The thought andnsight gone into these books is totally awesome. They give you a real insight into virtual
landscapes and the considerations that must be adopted to create your own. Superb!

Review by Viole{2012, Via Apple Reviews)

FantasticreadE'EE'E'EE

The three bookegies is truly exceptional. There is nothing like it out there. A non gamer myself, | still found the
three parts kept my interest and my imagination challenged. These virtual landscapes are stunning: creating a
gaming environment which is so real that yoan escape without even knowing. It shows the gaming world
from the start to the present and there is so much potential for it grow: engaging with every age group and
interest. Well done

Reviewby Warren Masco{(2015, Via Virtual Landscape Website)
GEANBIFG gl e (G2 Ay@SaaAiadariS GKS Sy@aANRyYSyiGta 2F @ARS?2

Review by Shazia Ahmg@015, Via Virtual Landscape Website)
GAn amazing piece of work that brings the landscapes to life. The detail isbhoimihg. You can actually
AYF3AAYS 6SAy3a Ay AGé

Reviewby Asim 2015, Via Virtual Landscape Website)
a! 3INBFG LASOS 2F ¢2N)] GKIFG oNARy3Ia GKAA FNBIF (G2 A
2Nl & FTNRY G(GKAA | dziK2NI a

Review by Yasmee(2015, Via Virtual Landscape Website)
aL G A &to be¥ how inyicH technology has improved from the pixilated images to the digitally enhanced
KAIK RSTAYAGAZ2Y LI y2NF YAO f I yRaOlFLISaHHE

Review by Lewis Markef2015, Via Virtual Landscape Website)
! 3IANBIG aSNASad® ¢KSNBUA | 's & Préath dfffresk &L &ee how Re'vd v 2 ¢ f
LINPINBAaAaSR 6AGKAY (GKAAa o LINI aSNASae® ! IAINBIG NBIR

11
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Review by Jack Heald®015, Via Virtual Landscape Website)

G¢CKAA o LI NIL &aSNARSAE IA@Sa FlyidladAo Ayarakid Aydz2 GK
and development has gone into this, with brilliant panorama images reinforcing every point made. The choice
to demonstrate the evolution dfifferent series was particularly fascinating, seeing the landscapes of King's
Quest &The Elder Scrolls change over time as technology evolved was great, especially with the fantastic
panoramas of each game excellently displayed. It's very clear a lmuglt has gone into the design here.

Overall a great variety of virtual landscapes researched with solid breakdowns & imagery displayed excellently
to help the reader to take it all in. An insightful read to anyone interested in virtual landscapesocogaides

in general.

The only thing | would love to see added is a breakdown of Rockstar's Red Dead Redemption (2010) as it is one
of the highest rated games ever made & one that has won numerous awards for its western environment &
world design. Also in s@e cases going with a very dark grey background over a solid black can help your
darker images & shadows pop off the page more, but this is purely personal preference & may not necessarily
0S GNMHzS Ay GKA& Ol aSoé¢

Review by Zuby Ahme(P015, Via Virtual Laflscape Website)

G! adz2SNpfe GFO1fSR LASOS 2F g2NJ X FTNRY 020K Fy Ay
excellent researchased insight, demonstrating real-dtepth critical analysis on the development of virtual
environments. With the dvent of upcoming VR tech (Oculus, Morpheus, Rift), this is a must read for anyone
RSt @AYy3 Ayidi2 GKS NBIFfYa 2F GANldzrt fFyRAOILIAYIHE

Review by HalaSadif2015, Via Virtual Landscape Website)
G+SNE AYUSNBaAadGAYy3d IyR FLraOAylGAy3a (G2dz2NJ 2F Il YAy o

Revew by Warren B(2015, Via Virtual Landscape Website)

G¢KS GKNBS LI NI aSNARSa Aa oNARtfAFYdH LG IABSA |y Ay
You can really feel how players navigated and to see the evolution of how playafsi@te move in video

worlds. This collection would be so useful to anyone completing academic research or dissertations on virtual
SY@ANRYYSyiGa 2F | yé& 1AYRHE

Review by (Exhibition) @ MediaCity UK 2012

Review by John Joseph Benjamidréative Contenfdministrator, 02/02/16, Via Email)

Some time ago Umran provided me with a rare chance to view his wonderflils8&fcape renders captured

in game engine. | feel the images he produced really captured and brought to the foreground the aesthetics
and realsm these games worlds have, more so than during the campaign which is somewhat hindered by the
usual distractions of the game the H.U.D and gameplay.

Capturing the bardones quality and weltonceived landscapes contained in these games, Umran wasaable t
F20dza G(KS @OASHSNRaE |GiGSyiAz2zy 2y (GKS 62yRSNFdzZ 3IS2f
perpetuating the desire for exploration. The intricacies and lustre of the Skyrim landscape, for example, where
put under the microscope and bombard my senses with greater effect than under the gameplay paradigm
itself, enabling me to rdive the sense of wonder conveyed by these beautiful game words all over again but in
a new, more contextual light.

Warren Masco(13 October 2015 , via Google Play reviews)
**x6%(5 Star) A great way to investigate the environments of video games!

Karen Wattg22 December 2013 , via Google Play reviews))
**xxx(5 Star) Pictures are Amazinglways Remember "No Worries

Nathan Thomagq?21 October 2013, via Google Play reviews))

***(3 Star)

'y AYLINR@GSYSyid 20SN) GKS trad G662 S5SFAyALGSte | 20
author prefers these games, or was realying harder is not for me to say, but could still have done with
going into more depth
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Warren Masco(13 October 2015, via Google Play reviews)

*kkkok (5 Star)

Lovedresearching into the evolution of environments! You can really feel how players navigated in recent
years and where we are now!

Karen Wattg22 DecembeR013 via Googlélay reviews))
*rxexex(5 Star) AmazingWVonderful

Nathan Thomagq?21 October 2013, via Google Play reviews))

***(3 Star) Too many pictures, too little texthe bookstarts well, but quickly devolves into the author placing
images and making the odd comment on games i can only view as being his fav@ois do with more

text It was a good, albeit short, read. Definitely something that interests me, and whilsegtehat was
present was well written, there were a few missing words which detracts from the professionalism the book is
trying to present, and many of the pages were simply images themselves, with no text to accompany them.
The book could use a lot motext and study, but afin-all an enjoyable read, and I'll readetlother books in

the series too

Joel Lawton(24 October 2015, via Google Play reviews))
***%(4 Star) | good visual good into the history of video games. Nothing too academical so its an easy causal
read, filled with pictures with keeps true to the name of the book.

Anonymous comments collectethrough various testing events

Virtual Landscape Pivot Toéleedback

Negative comments
Loads bing, a bit slaweeds updating, lots of
games missing?

Positive comments

Much better than a book, | would use it for my module
L ¢yl G2 dzasS GKAA TFT2NI VY
zoom feature is really nice, the games are ranging ac
lots of years,

ShadowMoss Island Feedback

Negative comments
No gameplay, needs a mission, needs story, lach

Positive comments
Jumping off the waterfall was amazing,

Looks great, really feels serene and peaceful, beautif
scenery, | want to play this as it is, looks amazing, log
of areas to explore, the caves are cool, the hole in the
forest links to the caves is a really nice design, it feels
familiar and looks grat,f 2 @3St & (G(NBSQa
beautiful, | like the cliffs they look reahe water is
really cool. The waterfalls sounds real, caves are real
nice

a normal game, needs a different playglitches in
some places, feel hard to walk up the mountain
side, extures are blurry or messed up, caves ne€
work.

MindFlow Tool Feedback

Positive comments

Negative comments

Really nice amount of references in one view, very eg
G2 dzasS>x AdQa 2yteée Ay | 4§
software needed, it works on my mobile and pc that ig

really cool,

/'yQid FRR (2 (GKS @ASgs
to move things around, naosind or video, that
would be really useful, | want to add my social
media stuff and link to facebook.
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Appendix E : VNED Framework V3 - Design Guidelines

- Artefact References Design Guidelines/Recommendations

A) Psychographic

+—
=
Q
=
o
(®
=
o
)
S
)
+—
Q
@®©
S
@®©
=
)
+—
=
Q
€
=
®)
S
>
=
Ll
=~
o
S
o
s
>
Q
X

1a) Hidden underground entrances to other parts of the map,

1a) Golveliius shouldn't be given but earned through exploration
1b) Unexpected Geological rock formations can break up the
1b) Ki ngés Qu g visual monotony of a landscape and can draw the player towards
them.
3 1c) Cavelord 1c) Dynamic geological phenomena (i.e. rockfalls) can add sense
O of believability and immersion to a natural environment.
8 1d) Large land masses aren't as interesting to explore as many
O | 1d) Zelda: Wind Waker | smaller archipelago type islands. The smaller landmasses are
; easier to mentally digest (location, features etc.) than a large solid
~ landmass.
le) gr:]ﬁzgasy Star 1le) Caves, especially underground caverns and canyons can form
' intriguing secondary areas hidden below the terrain.
Cavelord
1f) Rock types should vary (i.e. limestone) across environments
1f) Oblivion and should reflect natural phenomena such as erosion, reflecting
the natural passage of time
2a) Ki ngés Qu e 2a)Cliffs
2b) 2b) Rock formations can form powerful natural signposts in a
virtual environments
= 2c) Kyrandia 2, 2c) Hypsometry (the measurement of land elevation relative to sea
= Daggerfall, level) can be extremely useful in creating more immersive
S Oblivion, environment i.e. allowing players vertical as well as horizontal
'g Skyrim movement.
& 2d) Rock arches can be inviting thresholds for a player to cross
- i 0 X .
2d) Kingos Queand as such for mtuocs ed wil d ed gtaht e wp
N 2e) Natural paths evoke far more interest and more engaging if
. they restrict movement types i.e. narrow paths on cliffs forcing
2e) Half Life 2 - : o
players to walk are very useful in playing on instinctual fears of
falling.
2f) Paths do not always have to lead somewhere and in fact dead-
2f) Skyrim ends are far more engaging and if used correctly can help players
6earnd the correct route throuj
. 3a) Variati on o ncredtsan interésting yapual c |
3a) Kyrandia 2 obstacle to overcome to i.e. virtual quicksand.
0 | 3p) 3b) Soil type could be used to alter player movement speed
= depending on the O60soil typeod al
(?) movement speed applied to most games
. | 3¢) The Witcher 2 3c) Soil types can also influence accessibility of environment and
™ by dynamic (i.e. flooded marsh plains)
3d) 3d)
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- Artefact References Design Guidelines/Recommendations

B) Cultural
(<)
o |4 4a)
)
= | 4b) 4b)
G
= | 40 4c)
()
o < | 4d) 4d)
o
= 5a) Tree Cover/Flora can function as architecture i.e. mushrooms
(@) - | 53) Morrowind/ as tree cover or trees as bridges, this can be used to support
O GC) LoK2 narrative or design (i.e. reinforcement of the player being on an
= lien world)
Tl £ a
1T} D | 5b) Morrowind, 5b) Evidence of ancient settlements can add a layer of authenticity
© % Oblivion to a natural landscape.
@©
— N |5 5¢c
o . ) )
= " |s0) 5d)
()
g o 6a) 6a)
o S
S
E 8 6b) 6b)
&)
U\J C | 6¢) 6c)
i) L
g < | 6 6d)
)
2 < 7a) Natural landscapes should evidence the passage of time,
Q. whether that be through processes that are either natural (such as
@ | 7a)
Q erosion/weathering) or through man made (such as prehistoric
o ritual and settlement sites - flint mines, burial mounds)
£
~ [ 7b)
~ | 709
NOTE:

TIMEDEPTH: A strongly historic landscape with visible links to the past and sense -okfithe
including prehistoric ritual and settlement sitedlint mines, burial mounds and visually dominant
hillforts; abandoned field systems surviving as earthwasksthe high downland, but extensive
below ground elsewhere testify to centuries of cultivation and use by farming communities from the
Neolithic to the present day.

http://www.southdowns.qgov.uk/wpcontent/uploads/2015/03/ILCA&R005Introduction.pdf
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- Artefact References Design Guidelines/Recommendations

C) Surface Cover

8a)

PSO: AOTI

8a) Types of Tree cover are geo-dependant, and cultural
preferences may exist relating to the type of tree cover present.

8b)

Morrowind,
Oblivion

8b) Tree cover does not always have to be present; terrain and
appropriate flora can make for interesting and aesthetically
pleasing landscapes

8c)

Maupiti Island

8c) Tree cover if used in a very sparse manner acts as a natural
waypoint and players will ofte
and can draw in player attention and act as a distinct
environmental landmark

8. Tree Cover

8d)

Skyrim

8d) Tree Cover can be used to differentiate landscapes within an
environment, this can be done by grouping trees/flora aesthetically
(similar colours) or by type

8e)

Skyrim

8e) Tree Cover condition can be used to indicate other
environmental dangers i.e. warn of environment hazards

9a)

Cavelord

9a) Flora should be dynamic (rustling leaves, swinging vines) and
not require the player to interact with it for movement to start

9b)

Phantasy
Star Online,
PSO:AOTI,
Morrowind

9b) Flora found in unexpected environment (i.e. subterranean flora
found on the surface, or vice versa) can create an interesting and
unusual environment, by combining the familiar but in an
unexpected context (i.e. palm trees growing underground, or giant
fungi growing on surface soil)

Keyword/Environment Character Component

9c)

9c) Flora does not have to be aesthetically pleasing to be
engaging; contrasting regions can help break the visual monotony
of an environment

9. Flora & Fauna

od)

9d) Flora does not have to be at foot level, variation can be used
to overwhelm/confuse a player if needed (dense thicket protecting
route/entrance)

- Artefact References Design Guidelines/Recommendations

D) Environmental Conditions

o 10a) Robin of the 10a) Using a black sky can bring a natural environment to life
o . Wood through a colour balance
O
E _ch 10b) Weather patterns can add a real depth to the natural
© T | 10b) Morrowind, environment, however this need to go beyond standard weather
6 (] Crysis patterns (grey cloudy skies with rain, summer clear blue skies) to
- o ; Mickey Mouse include unusual subtle occurrences (i.e. bright summer thundery
= o shower)
GEJ 8 i 10¢) Dagaerfall 10c) Weather patterns can range from obvious to subtle and do

o ggertat, not have to follow physical world patterns or conventions unless
c 3 The Witcher 2 .
(o] = desired.
S
S o 11a) Climate can be used to either enforce expectations or break
=NO®] o |1la) Oblivion them dependant on narrative/design choices (i.e. snowy
m o .
= © mountains)
5 £ |11b) 11b)
2 (@)
> - 11c) 11c)
Vv -

11d) 11d)
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12a)

Soul Reaver2

12a) Seasonal changes can alter the physical characteristics of
the environment, allowing for the same fixed environment space to
be used in a variety of different ways dependant on the season
(i.e. an underwater lake area becomes frozen, the lake's surface
now becomes an alternate gameplay area)

12. Season

12b)

Oblivion

12b) Changes in seasons will affect all aspects of the
environment, notably the changes in flora & fauna consistency (all
aspects reflect one season) can be used to add to the immersion
& believability or inconsistency (i.e. summer & winter combined)
can be used to create an experience that is unsettling or unusual.

12c)

12c)

12d)

12d)

- Artefact References Design Guidelines/Recommendations

E) Hydrology and Water Bodies

o
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13.Water Bodies

13a)

Zelda Wind
Waker

13a) Large bodies of water can be used to add a sense of
isolation and unease, and heighten the appreciation of land, if
used properly.

13b)

Morrowind

13b) Waterfalls can be intriguing natural phenomena to simulate in
a virtual environment and can pull a player towards a specific
location

13c)

Zelda OOT

13c) Ri vers and streams <can be |
player to designated areas

13d)

13d) The sound of running water should be amplified, waterfalls
and fast flowing rivers should be heard from a relatively large
distance away.

- Artefact References Design Guidelines/Recommendations

F) Distinctive Features
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14.Geomorphosites

14a)

14a) Geological landmarks can be used as natural waypoints

14b)

14b) Geomorphosites can vary and can take the form of natural
entities such as tree cover, landform, water sources or objects that
have a cultural/historical significance.

14c)

14c) Geomorphosites can either be single instances of an object
i.e. tree, rock) or a small group of objects that are somehow
unigue.

14d)

14d) Geomorphosites can be differentiated to by aesthetic i.e.
colour size or other attributes

14e)

14e) Geomorphosites can be either natural occurrence man-made
and may have been modified, damaged, and even destroyed by
the impacts of human activities.
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- Artefact References Design Guidelines/Recommendations

F) Psychological

15a) Cultural associations can impact strongly on how
environments are perceived.
1) Landscape Preferences can range from
geological/landform to tree cover.
15a) PSO:AOTI 2) Affordance in the environment: Habitat preferences,

S

Q

o

Q

@©

i -

© n

N c

O M

e

GC) GC) I 8 shelter, water and defence can impact preferences for
== O © particular landscapes and areas.

c 9 8 qc_) Paths should forms loops and interconnecting allowing players to
= < S travel between landscapes in an environment
= E g

z SENEES

L 'g o

=~

2 E

o () 15c¢)

; p=

(@) Tp)

A | 150)
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Appendix F: Virtual Landscape Reflective Analysis

The complete Reflective analysis can be found in DVD2, a sample is provided below.

Game: Populous

Keywords

SensoryAgency
Cultural CharacterSettlement

Comments

Reflection

Bullfrog'sseminal 1989 classiéopulouswill forever be marked as a milestone
natural environment design and interactivity. The natural environment wasr|
0FO1RNRBLI (2 GKS 3 waStiedmaig mekfamid YSOKI y
The concept behind populous one of tfiest 'god sims' (players would take on tt
role of a deity, influencing the lives of smaller Al driven entities thro
manipulation of external factors such as terrain in the case of Populous) was {
an array of powers to either build or destroy thnthereby either aiding o
obstructing human followers inhabiting the land, the more you obstruct the 'ene
followers and aid your own the more mana (power) can be gained to access
destructive natural phenomena such as earthquakes, floods ancdnvods. The
game was a revolution, it played in raahe, levelling the land altered the level «
sophistication of the settlemen built by the human followerst was dynamic anc
instantly observed.
Many gamers experienced megalomaniacal moments oingig volcano on at
occupied land, destroying the settlements and witnessing the enemy de
followers scatter and attempt to start building again. The game's isometric,
based graphics were crude and huge advancements have been made since, |
level of agency (meaningful interaction) in shaping the land in any number of ui
ways(you could stack effects so an earthquake followed by a flood would f
much more devastating than the singular roombined events) is still remarkab
high. One ofhe biggest criticisms

Difficulties

Game was not available on PC format, emulation was used to run game

Breakthroughs

Very difficult to extract the game landscape without additional overlay, the g
did not display additional overlay part of screen space (could be stitched digitall

Process

Process

Adapted

Used Dgenl21/genecysst/Fusion3.63 emulators to run game, screenshot cap
screenshots stitched together manually in Photoshop

| mage

i

g e
e / S
% &fﬁ}{j i ,}}&J"
e M0 BOE, U

e
¥

S o
h&%a%& ;
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Game: The Legend of Kyrandia 1

Keywords

PhysiographidGeology, Landform

Comments

Reflection

Title: The Legend of Kyrandia Book One
Platform: PGDOS

Developer:Westwood StudiosRublisher:Westwood Studios (1992)

A relatively unknown gameThe Legend of Kyrandia, fantasy point and click
adventure was known for its simple, intuitive interface, as well as introducing
world of Kyrandia. The game also presented the world as asethined island in
which distinct landscapes (each forming a unique gapece) cald be found.

Difficulties

Process

Old PC Game (compatibility issues running in Windows)

Ripping images from old DOS games this weekend the legend of Kyrandia 1
tracked down the cps2bmp and pakext tools but LOK1 is being difficult arg
Colour mlettes don't match up even with the /kyral switch ... I've written
terraesperz on vgmaps.com to see how he did it, hopefully he'll respond...
upscaled and corrected the images | have in PS cs3 and used the portraiture
to take the edge oftie raw pixelation... Not sure if I'm happy with the end result |

-Stick with the 320x200 DOS look or correct with a hint of-alfdking since the
aesthetic isn't the primary purpose..Hmmmm

Breakthroughs

Found a few useful tools, GFE 1.32, cps2bmp and pakext, and the game file
page, very useful for getting at those game landscape scenes...

Process
Adapted

Realised next few games may be possible to use cps2bmp to convert the file
usableimages.

| mage
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Game: The Elder Scrolls Ill: Morrowind

Keywords

Natural: Geology Environmental Conditiongree CoverFlora & Fauna

Comments

Reflection

Title: The Elder Scrolls:INMorrowind
Platform: PGWin
Developer:Bethesda Game Studiddublisher:Bethesda Softworks (2002)

Bethesda's third instalment in th&lder Scrollseries, continued with the opel|
world action role playing game genre following on from its predecesBaggerfall
andArena. Morrowindakes place on Vvardenfell, artaisd in the Dunmer province
located in the far northeasternpart of Tamriel, the fictional continent on which
the Elder Scrollgames take place. Vvardenfell was an island-cuitinent within
Tamriel.

The island itself was largely dominated by thedR/lountain’; a giant active volcan
located in the centre of the island, which constantly spewed out choking red f
and smoke. The island's landscapes were varied ranging from rocky highland
wastelands, to the swampy wet coastal regions, dédilwith a variety of strange
and unusual flora and fauna.

Morrowindwas one of the first fredorm environments that many players felt the
had a real sense of freedom: the freedom to wander off a beaten path, away
the main quest, wandering to explrand see how far one could travel in a
direction, and it felt like an endless, vast never ending journey(although in rea
was quite a limited world space compared to modern equivalents, and als
predecessors)Morrowind's natural environment lthough now crude by modert
standards was richly atmospheric, there was more than one occasion when |
simply stare at the the beautiful transition from the nebula filled night sky to
tranquil pink dawn, there was no rush to find the next locationto progress the
main story, but just to experience the wonderfully strange yet familiar nat
environment.

Morrowindwas one of the first games that many players noted they really felt {
experienced the day and night cycle within a game: this were than a simple
sudden colour change indicating nightfall for instance. Dusk would creep up <
as you wandered the tranquil island of Vvardenfell, within a few game hours
beautiful sky would be littered with stars and picturesque nebula, tmigradually
fade, with the early morning sun washing the dark night away. I, like many ple
became transfixed with experiencing changes such as these in the landsi
rather than pursuing the primary goals set in the game, and 'map filling' qu
became an obsession. Filling thegame map with useful local and world m;
information, to identify landmarks and waypoints and to establish routes to
from locations became more appealing than following the narrative and enge
with the games primgy quests.

On comparison with later 3D natural environments, the landscapes w
Morrowind were shockingly empty and devoid of what one would expect i
natural environment. The environment consisted of nothing more than simpl
terrain (which was thited to the generic soft undulating hills), with a few round
rock formations and a basic level of tree cover, which consisted of a combinati
normal tree types and strange xeftiees (giant fungi inspired hybrids), with th
odd small shrub, scattede however there was very little beyond this.

Morrowind was also noted for its dull green and brown colour palettes in
landscapes; some would argue that these gave the game an original and uniqu
others that it gave the game an "oppressively dridok. Nonetheless the game wi
well received and a growing army of fans started to create modificat{tmesse
were additional assets such as models, textures etc. created for the game wol
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large percentage of these 'mods' were aimed at improvindgiad to the
environment. Typical 'mods' would often focus on charactergame object or
gameplay improvements and changes, however, the large number of land:s
mods for Morrowind indicated that players were engaged with an aspect of
game not typiclly recognised as a main focal point of interest, and perhaps this
something that game designers should have recognised earlier, as a key
selling point, and further developed the design around this.

Difficulties N/A (PC game was edsysource)
§ Console commands to disable hud, change FOV(90), useAutogigapano to
§ Breakthroughs panorama then Photoshop to fix colour/crop/resize.
o
Process
Adapted N/A
(o))
o
©
e
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Appendix G: LCA to VNED V1 Framework

Landscape Characté&ssessment

Natural Environment Games Design

Component Component Equivalent
1. Aesthetics 1. Aesthetics
a. Sight: a. Visual:
i. Colour ii. Colour
iii. Texture iv. Texture
v. Pattern vi. Pattern
vii. Form viii. Form
b. Sounds c. Sounds
d. Smells e. Smells

f. Touch/Feel

g. Agency (Meaningful Interaction)

2. Perceptual(Psychological)

2. (Psychological)

a. Memories

b. Memories

c. Associations

d. Associations

e. Preferences

f. Preferences

Personal space and territoriality
Habitat Selection

Affordance

Greenbie's Placenessness

5. Landscape Aesthetics

PwONPE

3. Cultural:
a. Land Use

3. Cultural:
b. Land Use
Urban
Arable Farmland
Pastoral Farmland
Rough Land
Woodland

c. Settlement

d. Settlement
Urban
Clustered
Dispersed
Coalfields
Planned
Unsettled

e. Enclosure

f. Enclosure

4. Natural:

4. Natural:

a. Geology

b. Geology

Fluvial

Drift

Tertiary & Mesozoic
UpperPalaeozoi€aledonian

c. Landform

d. Landform

Vales & Valley Floors
Rolling Lowland
Upstanding
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Sloping
High Land

e. Air & Climate

f. Environment Conditions
Weather Cycle
Visibility(fog)

g. Soils

h. Soil(Movement Rate?)
Deep Soils

Shallow Soils
Impoverished Soils
GleyedSoilsBog/Fen Peat

i Tree Cover

i Tree Cover
Unwooded

Other Trees

Coverts & Tree Groups
Estate Plantations
Secondary

Ancient Woods

h. Flora & Fauna

h. Flora & Fauna

B & D combined=Natural Patterns Forms

24




Appendix H : LCA to VNED Design Framework V2

Virtual Landscapes & Appendices dUmran Ali

Area

Perceptu al ConSideration(Slissing Smell & sound as too extensive)

Sensory: Visual

Psychological

Sensory: Agency
(tacit or otherwise)

1. Aesthetics

Psychological

1. Colour a) Memories
A) Physiographic Character 2. Texture b) Associations
3. Pattern c) Preferences
4. Form o Personal space and
territoriality
o Habitat Selection
o Affordance
o wSfLIKQa tfl
o Landscape Aesthetics
1. Geology
a) Fluvial
b) Drift
c) Tertiary & Mesozoic
d) Upper Palaeozoic
e) Caledonian
2. Landform
a) Vales & Valley Floors
b) Rolling Lowland
¢) Upstanding
d) Sloping
e) High Land
3. Soils
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a)
b)
<)
d)
e)

Deep Soils
Shallow Soils
Impoverished Soils
Gleyed Soils
Bog/Fen Peat

Movement Speed/impact on health

B) Cultural Character

4.

Land Use

a)
b)
<)
d)
e)

Urban

Arable Farmland
Pastoral Farmland
Rough Land
Woodland

5.

Settlement

a)
b)
<)
d)
e)

f)

Urban
Clustered
Dispersed
Coalfields
Planned
Unsettled

6.

Enclosure

7.

Time Depth

C) Surface Cover

8. Tree Cover
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a) Unwooded

b) Other Trees

c) Coverts & Tree Groups
d) Estate Plantations

e) Secondary

f)  Ancient Woods

Seasonal Change, auto
Falling down (rotten roots)

9. Flora & Fauna

a) Flora
b) Fauna

Movement, alpha maps,

D) Environmental
Conditions

10. Weather

11. Climate

12. Season

E) Hydrology & Water
Bodies

13. Water Bodies

F) Distinctive Features

14. Geomorphosites
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Appendix | : List of Games Selected For Visual Analysis

Selected Games-Embryonic Era (19861990)

Virtual Landscapes 8 Appendices dUmran Ali

Game Title Platform Year of Publication
Dig Dug PC 1982
Forbidden Forest C64 1983
YAy3aQa vdzsSad PC 1984
YAy3aQa vdz$Said HPC 1985
Duck Hunt/ NES 1985
Robin of the wood PC 1985
YAy3dQa vdzsSaid dPC 1986
Alex Kidd in Miracle World SMS 1986
Wonderboy/Dragon Quest 1 | SMS/NES 1986
Phantasie PC 1987
The Faery Tale Adventure PC 1987
The Legend of Zelda NES 1987
Phantasy Star 1 SMS 1987
YAy3Qa vdzsSad nPC 1988
Golvellius SMS 1988
Quest for Glory PC 1989
Populous MD 1989
Psycho Fox SMS 1989
Willow NES 1989
Ghouls & Ghosts MD 1989

Selected GamesTransition Era; 1992000

Game Title Platform Year of Publication
YAy3Qa vdzSaid pgPC 1990
Crystals Of Abor PC 1990
Mickey Mouse: COIl/ MD 1990
Maupiti Island PC 1990
Kings Bounty MD 1990
Conquests of.ongbow PC 1991
Super Ghouls & Ghosts/ SNES 1991
YAy3aQa vdzSaid dPC 1992
Ishar 1/QFG3 PC 1992
Kyrandia 1 PC 1992
Kyrandia 2 PC 1993
Betrayal at Krondor PC 1993
Flinx MD 1994
Kyrandia 3/QFG4 PC 1994
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Arena PC 1994
Donkey Kong SNES 1994
Shannar#Albion PC 1995
Tales of Phantasia SNES SNES 1995
Daggerfall PC 1996
Guardian Heroes Saturn 1997
Goldeneye N64 1997
Banjo Kazooie N64 1998
Zelda Ocarina/ N64 1998
Tales of Phantasia PS1 1998
Donkey Kong 64 N64 1999

Selected Games- Modern Day

Era: 20062010

Game Title Platform Year of Publication
Phantasy Star Online PC/Xbox/PS2 2000
Wizardry 8 PC 2001
PSO v2 PC 2001
Morrowind PC 2002
Zelda Wind Waker/ Gamecube 2003
Half Life 2 PC 2004
Fable 1: TLC XBOX 2005
Oblivion PC 2006
Call ofJuarez 2 PC 2006
Half Life 2 ep2 PC 2007
Unreal Tournament 3 PC 2007
Crysis PC 2007
Crysis Warhead PC 2008
Fallout 3 PC 2008
Fable 3 PC 2010
Skyrim PC 2011
Dear Esther PC 2012
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Appendix J: Biophillic to VN E Design Grid

Biophilc
Design
Category

Sub Category

Virtual Environnent Design
Considerations/Notes

Nature in the
space

1. Visual Connection with NatureA view
to elements of nature, living systems and
natural processes.

Applicable

Natural flow of a body of water

w +S3ISGFrdAz2ys AyO
plants

w !''YAYlItazs AyasSoi
w C2aarfa
w ¢SNNIAYSIT &a2Afxz

2. Non-Visual Connection with Nature.
Auditory, haptic, olfactory, or gustatory
stimuli that engender a deliberate and
positive reference to nature, living system
or natural processes.

Partially applicable (auditory)
Fragrant herbs and flowers

w {2y 3JoANRA

w {2dzyR 2F Cf26AY,
w 2 St (@K Hind, hail)

w {dzy LI G§OKSa

3. Non-Rhythmic Sensory Stimuli.
Stochastic and ephemeral connections w
nature that may be analyzed statistically
but may not be predicted precisely.

Applicable and relevant
Cloud movement

Breezes

Plant life rustling

Water babbling

Insect and animal movement
Birds chirping

4. Thermal & Airflow Variability Subtle
changes in air temperature, relative
humidity, airflow across the skin, and
surface temperatures that mimic natural
environments.

N/A to Virtual Domain

5. Presence of WaterA condition that
enhances the experience of a place throu
sedng, hearing or touching water.

Applicable and relevant

Naturally Occurring

River, stream, ocean, pond, wetland
Visud access to rainfall and flows

6. Dynamic & Diffuse Light.everages
varying intensities of light and shadow thg
change over time to create conditions tha
occur in nature.

Applicable and relevant
Daylight from multiple angles
Direct sunlight

Diurnd and seasonal light
Firelight

Moonlight and star light
Bioluminescence

7. Connection with Natural Systems.
Awareness of natural processes, especia
seasonal and temporal changes
characteristic of a healthy ecosystem

N/A to Virtual Domain

Climate and weather patterns (rain,
hail, snow; wind, clouds, fog; thunder,
lightning)

Hydrology (precipitation, surface wate
flows and resources; flooding, drough
seasonal arroyos)

Geology (visible fault lines and fossils
erosion, shifting dunes)

Pollination, growth, aging and
decomposition (insects, flowering,
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plants)

Diurnal patterns (light color and
intensity; shadow casting; plant
receptivity; animal behavior; tidal
changes)

Night sky (stars, constellations, the
Milky Way) and cycles (moon ges,
eclipses, planetary @nments,
astronomical events)

Natural
Analogues

Biomorphic Forms & PatternsSymbolic
references to contoured, patterned,
textured or numerical arrangements that
persist in nature.

Applicable and relevant however
difficult to apply to natural
landscape(out of scope)

Material Connection with Nature.
Materials and elements from nature that,
through minimal processing, reflect the
local ecology or geology and create a
distinct sense of place.

N/A to Virtual Domain

Complexity & OrderRich sensory
information that

Applicable and relevant

Nature of the
space

Prospect. An unimpeded view over a
distance, for surveillance and planning.

Applicable and relevant

Refuge A place for withdrawal from
environmental conditions or the main flow
of activity, in which the individual is

protected from behind and overhead.

Applicable and relevant
Modular refuge: Small protection (higk
back chair, overhead trellis)

Partial refugeSeveral sides covered
(reading nooks, booth seating, bay
window seats, canopy beds, gazebos
canopy trees, arcades, covered
walkways or porches)

Extensive refuge: near or complete
concealment (reading/telephone/
sleeping pods, meeting rooms with 3+
walls private offices, tree houses)

Mystery. The promise of more information
achieved through partially obscured views
or other sensory devices that entice the
individual to travel deeper into the
environment.

Appliable and relevant
Curving edges
Winding paths

Risk/Peril.An identifiable threat coupled
with a reliable safeguard.

Applicable and relevant
Spatial Attributes
Heights

Gravity

Water

Perceived Risks
Falling

Getting wet
Getting hurt
Loss otontrol

31



Virtual Landscapes 8 Appendices dUmran Al

Appendix K : Preliminary Textual A nalysis

1.0 Introduction

The selection of games for preliminary analysis is not indicative of 'greatest' game virtual landscapes, but a
combination of both iconic game landscapes that the gaming communities generally hold indagth aed a
personal selection based on landscapes | have encountered over the last three decades.

These case studies were based around a selection of seminal games which illustrated unique aspects of virtual
natural environment design; for the purpose big study one three elements were chosen:

1) Environment Interaction

2) Environmental Archetypes

3) Environmental Construction

The games chosen to form the basis of the artefact review are made up from:

1 Seminal games in terms of virtual natuetvironment interaction and design. These games were
selected after an extensive exploratory review of forums, articles, polls and general discussion and
debate within the games industry.

1 Personal experience of interacting with specific games. My reflestés a practitioner, as well as the
specific aims of the research have led me to certain games that help form a complimentary addition
to the list within the artefact review.

1 The following list is not meant to indicate a definitive list of seminal natkmaironment games, but a
mix of both identified seminal games (Populous, Oblivion, Crysis) and personal selection (Kings Quest,
Worms, Kings Bounty)

Envronmental Interaction Envronmental Aesthetics Envronmental Construction(desin planning &
(terrain) (archetypey implementation)
Populous YAYy3Qa vdzSaid p | Oblivion
Worms Y A ¥ BbOnty Crysis

Table 1: List of VNE Games selected for textual analysis.

The structure for the artefacts review is based around two areastigduction & Background and 2)
Reflective Analysis & Observation

2.0 Review 1: Populous

2.1 Introduction & Background

. dzf £ FNRIQA & SPopulbusiill fovedey kb mé@rked &@s & milestone in natural environment design
FYR AYGSNIOGA@GAGRD® ¢KS yIddz2NIt Sy @iNRBy Y Swisihe daind y U
mechanic.

The concept behind populous one of the first 'god sims' (playerddmalde on the role of a deity, influencing

the lives of smaller Al driven entities through manipulation of external factors such as terrain in the case of
Populous) was to use an array of powers to either build or destroy land, thereby either aidibgtarcting

human followers inhabiting the land, the more you obstruct the 'enemy’ followers and aid your own the more
mana (power) can be gained to access more destructive natural phenomena such as earthquakes, floods and
volcanoes. The game was a revant it played in reatime, levelling the land altered the level of
sophistication of the settlements built by the human followers , it was dynamic and instantly observed.

Many gamers experienced megalomaniacal moments of raising a volcano on an occupied land, destroying the
settlements and witnessing the enemy deity's followers scatter and attempt to start building again. The game's
isometric, tile based graphics were crudad huge advancements have been made since, but the level of
agency (meaningful interaction) in shaping the land in any number of unique ways(you could stack effects so
an earthquake followed by a flood would prove much more devastating than the singotacombined

events) is still remarkably high.
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2.2 Reflective Analysis & Observation
1. The game is highly innovative at the time nothing like, and is one of the first games where players are able
to experience cause and effect in regards to environmeirtidraction in reatime i.e. changing the
terrain the resulting effect on the farms/food supply and then the people living on the land
2. The game was not just about destruction! Although there is a fascination in modern games in destroying
the terrain/envronment, populous gave the player abilities in both creating and destroying the world
(although some of the hgame powers such as volcano/swamp lean the design over to favouring
destruction)
3. The game is essentially an abstract toolset linking manijunat the reaiftime /terrain changes
4, ¢KS 3JIYS A& INHdzrofeé GKS FANBRG GSNNIAY RSTF2NXIFGAZ2Y
(although tech is Fracture gameplay selling point
5. t 2LJdzf 2dza 61 & GKS TFANRG 3 Y Susdio?natwal Snvilalmgrit phéndmetiaKk S Sy @
such as earthquakes and floods as weapons
6. Populous was also the first games to almost be an editor that was converted to a game Open up the idea
of gameplay, sandbox tools, maybe take a terrain editor to be a pargafre?
7. ¢SNNI AY RSTF2NXNIGA2Y AayQl Sy2dzaAK3I Ydzald KI @S NBadzZ GA
8. The game design behind Populous, features layers reflected in landscape character assessment (geology
>settlement type)
9. The aesthetics are surprisingly strong tbe time; realtime terrain deformation works in the isometric
view, and creates a sense of immersion.
10. The terrain deformation is limited to the Z axis manipulation and only up to a maximum of six levels
11. The cover art image is a little too removed fromwadtgameplay, one is unable to seperater the ground
FNRY GKS GSNNIAY AdSod OlyQid SEGNY OO GKS INRdzyR G2 C
12. The game focuses on meaningful interaction as opposed to free interaction, i.e Agency in allowing only
manipulationofi KS GSNNJ Ay |yR y20 ¢l iSNkaleksSIGKSNI STFSO
13. The minimap gave a real organic sense to development of the landscape (terrain+settlement+people), no
two maps every the same, the organic flow of terrain development was unique, could be used to create
emergent gameplay even in such a limited tech, i.e. building land bridges little by little by destructive
terrain manipulation allowing a path to be created against the gamerules (only allows manipulation next
to settlement)
14. The terrain varies from worltb world. Games take place on worlds that range from hot deserts to ice
masses, with each terrain type affecting the game in different ways. i.e Walkers die faster in the desert,
on Ice Worlds poplation increases more slowly

3.0 Review 2: Worms

3.1lIntroduction & Background

Worms is a 2D strategy game created in 1995, by Team17. The game featured both single and multiplayer
modes, allowing up to teams of four people to play across a 2D terrain. Gameplay involved killing opposing
Wg2N¥aQ o ealong Wik OS5 tdEaik yisthg a variety of weapons. The game was unique since the
environments, which ranged from forest, s to desserts to a moon environment, allowed players to destroy any
part of the terrain, allowing for complex gameplay to develop aggrmoften used this in a variety of ways to

kill opposing players, including shaping complex tunnels to both hide and kill players from underneath, or
aAYLiE & NBY2Q0Ay3a GKS GSNNI Ay (2 adzOK I+ LRAyGthdiKIE G |y
empty space to their death.

The game also featured two win and gravity, both of which affected the trajectory of certain weapons, adding
other elements to the simple yet complex gameplay.

3.2 Reflective Analysis & Observation

1 The "Worms" seriefeatures terrain which can be completely obliterated.

1 The use of gravity and wind were simple yet powerful additions that completely changed the nature of the
gameplay, allowing for complex defensive and offensive strategies to emerge.

 The game featurektS WI y i FIN¥Q H5 @ASs 2F GKS GSNNIAYyd ¢KAA
3D (later game demonstrate this)
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1 The pixel perfect terrain destruction where any part of the terrian can be destroyed , is not limited to just
vertex/predefined sectionsf terrain destructior> leads to emergent gameplay and thinking (safety
odzy {1 SNA SGOXE RAIIAYI R2éy SGOX0 SELISNASYOS

1 The game provided a random Map generator (following on from a feature in populous) as well as
predefined terrain maps with interesting tsts adding for a huge amount of replay value to the game.

T ¢KSNBE Aa fAYAUGSR AYGSNIOiGAZ2Y 2AY SY@ANBYYSyYy(ixX o02dzZ F
explosions and acted in the same manner, possibly a design choice since introducing nyatesiaintd
resulting hardness would have introduced too many variables to test and hence led to possible buggy
gameplay, However one can imagine that maybe room exists for this to be very effective gameplay
addition. Imagine blasting the ground beneath arée so the tree would fall over pushing a rock over the
edge and killing a worm below.(figure 1)

Figure 1: Diagram of Worms game with physics based gameplay

4.0 Review 3: Kings Quest 5

4.1 Introduction & Background

YAYy3IQa v dzSaid empergdntetaddshiifiNg garBeRenviioKngents to intricate natural landscape matte
painting rather than the pure digital pixel environments of the embryonic era. From the precarious grassy cliff
GSNES: (2 GKS Ydzaide Sydl y3af 5 ilgrad daitbasleapiikiBe giaphigskR & O LIS
technologies used in creating these virtual spaces and in the design and composition of these spaces in order
to serve the gameplay and narrative structures. The unusual rock formations were wonderfully pathety
fragile yet dangerous and inviting, the precarious grassy cliff verge, with the natural archway prompted the
player to explore further and highlighted the attention to detail that was placed in each and every
environment scene in the game.

Navigatingthe pseudo 3D space was carried out within the confines of a 2D grid (the background was played
as 3D space, but the player could only move on a 2D 'X/Y' plane in reality) and was a potential design issue.
However in this instance one can see guiding tlayegr's progression through specific gateways is much easier

by utilizing the physical environment, i.e. Stone Archways, as natural waypoints.

The wonderfully tangled and twisted roots structure in the forest landscapes highlight a believable organic
flow in the landscape, where nature isn't constrained, the roots of a small tree appear to penetrate and split
the boulders scattered around the landscape. Moss, lichen, weeds intermingle with the decaying stumps of
dead trees; the different components of thanldscape are still discernible. Later the move into early 3D
environments, would illustrate this to be an inherent weakness of 3D environments i.e. blending different
landscape elements into a coherent, believable space.

Modern 3D games environments ardafled the luxury of essentially limitless virtual space in comparison to
GKS SIFENIe 3FYSa adzOK a YAy3dIQa vdzsSad 6KAOK dziAf Al SR
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space (i.e. as a series of distinct landscapes). Each view was boththetieaky rich (picturesque) and
designed (player navigation) space.

Each landscape scene had a definite path one could imagine following, whether it was the geology, or flora,
created through a close alignment between the environment designgamdeplay, the environment steered

the player through. Translating this effectively to a full 3D environment isn't without significant challenges, as
the design considerations increase exponentially with modern 3D environments. A case could be made
howeverthat perhaps some of those archetypal reductionisms could be used by a designer to steer the player
towards intended key points in the environment, linked to gameplay or narrative.

4.2 Reflective Analysis & Observation

1 Each scene in the game is carefaliynposed, and reinforces the narrative, it is a controlled designed
space.

 /SNIFAY fFyRAOFKLISKIESNNI AY FSIGdzNBa oF NOKSGeLISaKo [N
game (result of weak tech informing design then becoming base game desidnuétrupon?

1 Vertex height map terrain, could only go up and down, most Terrain design followed this path, expensive
and time consuming to build custom meshes?

1. Crysigliza SR @2ESt oONHzZA KSR T2NJ Odzad2Y GSNNIAYy 262S80i6Gaz L
custom library of terrain brushes?(i.e. rock formation brushes)

2. The game featured carefully arranged elements of 3 landscape character assessments types:
geobgy(terrain) are demonstrated

a. Physiographic (Geology,Landform, Soils,)

3. Cultural (Settlement, Tree Cover ,Land Use)

4. Perhaps the limited screen space or game areas/regions forces a realisation that environment is key in
reinforcing the narrative, 3D games\g@ronments can afford to have empty space KQ games used each
screen as a vantage point to view the natural landscape(very reminiscent of landscape photography rules
such aframing/rule of two thirds etc

5.0 Review 4: Kings Bounty

5.1 Introduction &ackground

The Megadrive game arrived as a gift from the USA, in the trademarked oddly shaped, EA cartridge. Ten
minutes before | was due to leave for school, curiosity took holceéh I'll try it for 5 minutes)esulting in a
feigned illness in ordeto stay home and play the game that would spark my journey into the world of virtual
landscapes, since my earliest attempts at modding/hacking and games development started with this very
title.

From the very moment | picked up the manual which | continteetkad from cover to cover over the years,

this wondrous new world was a free roaming environment in a similar vein to Golvellius,-based strategy

game in which a wandering hero who was free to roam a vast uncharted world(in this case sevemehtenti

The key to moving to a new continent lay in finding new maps to allow distant travel, desperately searching
treasure chests hoping one would reveal a map to the next continent; this was a greatly anticipated moment
of joy, as a new map would allofurther exploration of new hostile lands, to the wonderfully apt named
places such aBorestria, Archipelagia or Sahagdacessing different continents not allowed for progression but

in turn access to better troops and equipment.

King's Bountyserved as @&eacon in my passion for gaming, in particular free roaming natural environment
simulation, shortly after experiencing what the game had to offer an insatiable quest to replicate the
experience of freeoaming discovery started, the game triggered a resm not one of addition to the
console or the game, but one of actual discovery, progression and the unique richness of a free interactive
form supported by underlying narrative.

The narrative in the manual detailed villains, places, plot and constardking reference to the clichéd
legends speaking ofdistant lands' The difference betweemhe Forest of Dooifan old fashioned gamebooks

in which the reader would create an individual experience through a fantasy world based on a branching path
format navigating the numbered sections of text based on a set of game rules) and this, was that the individual
experience constructed through a combination of these two elements; the underlying game plot found in the
manual & the ingame experience was a potent@n
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5.2 Reflective Analysis & Observation

1. Kings Bounty was one of the first games from a personal perspective that engaged me on so many levels

2. KingsBountyeatured a manual in which a strong link from the games narrative to physical landscapes was
made (inferred stories)

3. The game allowed players the ability to explore openly and freely , and was only dependant on finding
WYl LJAQ G2 FRRBGAZ2Y T f2ad0 O2yGAySy

4. The game contained wonderfully rich and themed environments each name after a fictional content i.e
forestria to saharia

5. There was no automatic manner to access full maps or access to the different landscapes in the game,
and was almost reminiscent bfking, or olden days cartography, the intrigue of finding
waypoints/locations and creating personal maps of the virtual space was exhilarating and an immersive
feature

6. The game used different natural environments , and each supported different creakimasledge of the

environment helped in picking appropriate army that could be replenished and as such enable the player

to beat the villians on that particular continent.

The game featured a strange isometric view.

8. Kings Bounty used an interesting rarafearchetypal environments for creature habitats (i.e.
underground caves for dwarves, tree house for sprites)

~

6.0 Review 5: Oblivion

6.1 Introduction & Background

Bethesda's fourth game in th€lder Scrollseries was a pivotal turning point in natural environment design.
The developers as part of the design process went beyond the internal development research by visiting
University of Maryland to study geological processes such as erosion, growth ofgridmteteorology

Todd Howard executive producer f@blivionA y 'y Ay (i S NIBA She taam¥atBStResda &ctualy dzLJY &
consulted the University of Maryland geological lab in order to generate accurate algorithms for producing
realistic environments.His also means that the forests @blivionare randomly generated meaning no two
FNBla gAtf 0SS fA1Sed

Lessons from Bethesda's earligider ScrollgameMorrowind were also learned, from the feedback on the
unrealistic smoothed over hanttafted hills of Morrowind. The driver i@blivioris landscape design was
efficiency, the vast landscape Oblivioncould not be crafted by hand as this was far too time consurtang
therefore expensive)Obliviorls programmers therefore developed custom erosion algorithms into terrain
generation, allowing a range of natural terrain from sharp craggy mountain vistas to softer undulating hills.

Obliviondemonstrates two importanhaspects of natural environment design. The first is going beyond visual
reference and exploring disciplines around aspects of the environment (in this case exploring geology to
inform terrain construction can lead to a more believable, immersive enviesjn One wonders if this
process were to be further explored, what other disciplines could be used to enrich the design process in
creating the environment

Secondly that the exponential growth of these environments are out pacing the corresponding $iee of
development teams, forcing the use of more and more procedural tools to be developed to automate
processes once carried out by hand. Procedural tools development require a design process in themselves, and
again extrapolating into the future, one camagine natural environment production being shared more
across the several disciplines .

Bethesda's fourth game in tHelder Scrollseries was a pivotal turning point in natural environment design.

6.2 Reflective Analysis & Observation

1. Oblivion wherreleased was arguably the pinnacle of natural NVE design, and indicates the way the games
industry is moving

2. wSTSNByOSa LINPOS&aay dzaAay3d LIAOAk(GNI St SGHOXOSNE SEFE
Landscape design book? And beyond the referanage, what about reference emotional vids to capture
GKS aLANRGkSY2iGA2ya O2yySOGSR 6AGK | &L} OSXdd(iNI ya
scale and physical representation is important but non tangible qualities connected with a cernyaingbh
space are more important/pertinent to instil in a 3D VNEL? Does this show through?
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3. The company used the University of Maryland geology Lab to understand rock formation/types and
erosion , and used this information into the design process of therahenvironment
4. . SGKSaRI RSOSt2LISR LINBLINASGIFNE SNRaA2y Ff3I2NRGKYA
environments, as well as using procedural algorithms to place forest so no two are alike (since human
placement is flawed and subject to bias basedhumber of factors) why did they do this? How successful
was it?
5. . SGKSaRIQa FiddSyLiGa G2 Y20S o0Se2yR aAYLXS | SaidkSi
knowledge to better inform the virtual landscape design of Oblivion was a pivotal poihtEd&sign
6. The game made use of speedtree for procedural tree generation removing human interpretation of
ONBIFGAYy3 (GKS g2NIRQa Ff2Nl o gK& RAR (KS& R2 (KAZ
7. An Interesting continuation from the earlier TES game, Morrowind, was tblayers would actively
purpose choosing/find/decorate their virtual homes, this was minor part of that game expanded in the
original (realisation of emergent gameplay,-@pted into formal gameplay mechanism i.e. haunted
Benirus Manor
8. The Oblivion RdaEstate site setup (almost travel cottage holiday site?!) is strong evidence of this
behaviour , the site was used to guide players through selection of a home/location/features etc .again
this had no effect on gameplay and served no purpose other thdrave a customized home within the
virtual landscape
a. http://ljosa.proboards.com/index.cdDRE FOrum
b. http://ljosa.proboards.com/index.cgi?action=display&board=general&thread=3364
9. 1 2YSa @GINE FNRY K2dzaSax akKlOlaz OladatSz GNBS RgStfA
array of different homes developed for different habitat needs. Wéhhis?

A Question was asked on Oblivion Real Estate forums in regards to why playerso focus on selecting/making
and sharing their virtual homes.

. FASR 2y Yé 26y SELISNASyOSsavoddddl 2YSa IALBS YS + &s
world, yes playing RPG's often puts you in the star role, but having/creating a home gives that extra level of
personalisation that makes a big difference

My own experiences probably stem from living in an inner city environment for most my life. hatalugt

cabin on the mountain with a distant view, with a stream running behind it, and closed off by a large dense
g22REFYR O0SKAYR (KA&APDPOPDP 2N a2YSdGAYSa GKS OF @S GKIFGC
royal mansion that's haunted a@nhas several hidden chambers/catacombs etc..(probably because of a
recurring dream over the last 20 years!)

..... homes IMHO do several things...

1) It's a place for storing/arranging your items/objects.....I've seen many people setup their house interiors and
post screenshots, almost akin to a very primitive behaviour(here is my home and look at my stuff) | foten visit
my own to dump all my new ites, before | save and exit......

2) Provides a place for relaxation, to 'get away' from the game(quests, killing etc...) How do you feel relaxed?

3) Provide a sense of persistence. When you are either away from the PC or away in game from yous home, it'
a place, your place to get back to and it doesn't change/disappear unless you decide....

4) Provide a personal private space that cannot be entered or touched by anyone else unless your allow it....
I'm asking what emotions/feeling you experience wlyen create a home, or look for a new one...have you
ever thought about why you want a particular home, do you try and recreate the experience of home building

in other games? What do you look for in your new habitats/homes?.....are things like defembg/nea
water/accessibility important etc...
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wSalLkyasS MY ! dASNJt KFRNFQa

*Safe storage no where ingame can be considered safe, except in your home (or homes.) Being a collector of
items this is especially necessary.

*A place to sleephaving your own bed nicer than having to rent a room in an inn.

*A place to call your ownits my place, my stuff, my bed. I think this is instinctual, we carry it over from real life
into the game.

Nice things to have that aren't requirements:

*Ambiance- it could be yar cozy little shack in the mountains, or a magical undersea home, or a dank evil den.
Its that little extra something that makes the home feel special. Something to enjoy while you wander around
putting all your loot away.

*Location- a home in the citythe forest, mountains, or the middt#-nowhere. Goes along with ambiance.

*Functionality- anything from a mage's laboratory, to an armory, to a library, to a kitchen where you can cook
things. This adds immersion and/or plays along with "realism" mods.

*Extra beds/bedroomsmany players have companions, its nice for these companions to have somewhere to
sleep. Also adds to immersion, since companions don't require sleep.

Response 2: User X

Why homes? Why Oblivion's Real Estate?

Because so many peoplesire a place in game to call their own. Perhaps to feel a part of the world, perhaps to
fill a need. We make homes to be creative, to give people choices, to make people happy, to make ourselves
happy. It feels good to share with friends who have a cominterest in such a moddable, extremely

replayable game.

It also needs to be said, many of us have not one home installed, but many. | roleplay my characters, they have
a varied selection of homes to choose from. They can move from one home to amatwerasit many homes
if it feels right

Both the responses lead to further questions on habitat selection & territoriality and who these real world
behaviours function in the virtual world.

7.0 Review 5: Crysis

7.1 Introduction & Background

Crysis, afuturistic first person shooter, became quickly notable for its incredibly rich, detailed natural
environments. The game took place around the ‘Lingshan Islands'; a fictional set of Islands located to the south
of the Philippines. What marke@rysisas different was the density and variety of foliage in the jungle
environments and the sheer scale and size of the islands. Previous games that had attempted to emulate the
thick foliage density of jungle environments had failed, primarily because ohigalhconstraints. Rendering

such a large number of plants would often cause inevitable slowdown leading to unplayable frame rates,
however the technology behin@rysisallowed for an unprecedented level of flora, whilst still maintaining
acceptable frameates.

Crysiswas remarkable as the jungle environments were almost congested with a variety of different flora,
players could literally lose their bearing in the dense, thick foliage, the scale of the islands were also
remarkable, these were not smallretches of limited confined space, but vast complete island spaces that
could be explored in several ways. Coupled with this, was the remarkable attention to detail in the landscapes,
one could hear waves of the sea lapping gently on the rocky shores, diimping in the dense undergrowth,
integrated with this, was a variety of rich weather patterns which cycled with in game time(day & night). All
these qualities helped to both reinforce the immersiveness of the game's natural environment an€ngaik

as pivotal game in virtual natural design.
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Appendix L : EternalKnight Landscape Region Description

Region

Region Name Description

Colour

Blue Frozen northern wasteland, sheets of glacier ice, si
Vailmourne mounds, and snow buried ruins, Pines and &5 Sy Q

covered in snow.

Light Grey Semi permafrost tundra, low sparse shrubs, hardy vegetat
¢ dzy Rl NR O little or no tree life.

Dark Brown | Scorched earth, large crevasses running through, dry cra

5SI Ko NP 2

earth, weed infested, dark brown/black peaty soils, corrup
savanna.

Asahria Plains

Red

| 204X RNE FTNAR aSRAUGSNNI yS|
barren, buried sand ruins, endless curvy sands du
featureless, Oases with springs and worn sandstone caverl

5St

RY 2 2 NJ

Grey

Undead wasteland, dark green/grey grasses highland mg
lifeless dead trees, filled with graves/crosses, crypts
remnants of battle long ago.

Dredgemarshes

Dark Green

Swampy mangrove bog land covered with cesspools filled
rotting vegetation, lichens and moss. The ground is full of
and boggy pits, mossy soil and leafy green/ yellow grass g
patchily with m@scovered trees.

OldPine Forest

Green

Lush green, rich evergreen forest, thick with pines and
green trees. Ground is thick with ferns/grasses of all tyy
brown decaying detritus fills the forest floor

¢ KS

I I @Sy

Dark Purple

Cultivated lightbrown soils, cobbled stone streets, farmed
populated agricultural rural area.

Rainbow Reefs

Light Purple

Multicoloured natural coral reefs, filled with corals/seawe
of varying colours, rich & vibrant in sea life, basking in
shallow blue temperataevaters.

Pine Ridge

Light Brown

Logging area, thin grasses grow around the fallen pi
sawdust and logs of different shapes lie strewn all over, {
stumps, iron blades are left lying about.

Ghost Isles

Mid Green

Small tropical cliff isles scattered ione area, small ligh
sandy/soil caverns, lots of lelevel vegetation & fauna, a fe
ancient ghostly caverns.

OgreBane Isle

Orange

Rustic tropical beach, darker sands filled with clams/sh
unkempt low/high level flora & fauna. Humid temperate

Serenia Beach

Yellow

Sandy beach, tropical climate, clean white/golden sands,
2F GENRFGAZ2Y Ay LI fYkO202
reeds/grasses growing out of the white chalky cliffs.

39



Virtual Landscapes 8 Appendices dUmran Al

Appendix M: ShadowMoss Island Production Report 2

Moel Siabod Field Trip Repoili2/04/2011

Description/ Pre-Project Reflection Reflection For Action)

description/account ofvhat
you did/what happened (what,
who, why, when,

1. Identification of Moel Siabod Field Trip, the ascent took place from 8am to
event/incident. 12pm the decent from 1pm to 5pm
2. Factual The field trip took place on 12th May 2001, this was with the

British Mountaineering Council, and involved a trek up Moel
Siabod, a short break and descent down back to camp.

3. where, howg Moel Siabod (translated from Welsh it mean 'Shapely Hill') ig
methodology/methods, mountain in Snowdonia , which lies near the villagé€apel
context). Curig & Betws Y Coed,
Notes and images were takendigitally via n iphone(to be
transcribed later) ad images via DSLR.
3. the declaration of The overall aim was to explore Ruskin's manifeSio to
intentions and expectations Nature'and to collect/collat&knowledge, feelings and thought
[Assumptions to be used to create a more authentic virtual environment.

XPaK2dzZ R 32 (2 bl Gd2NBE Ay | f
her laboriously and trustingly, having no other thoughts but
how best to penetrate her meaning, gnemembering her

instruction; rejecting nothing, selecting nothing, and scorning
nothing . . . and rejoicing always in the truth" (3.624).

CKS AyaSyidAizy ¢l a aSS ATFT (K
shed new light on virtual natural environment desighl was

to truly accept this | would have to accept nature in full; and
adzOK L O2dz R y20i WwW20aSNBS 7
discern how the landscape was contructed and its
physical/emotional impact on me, | would literally have to 'wg¢
with her' and experience this first hand.

Coupled with this was the intention to explore Greenbie's
notion of placenessness

'Placelessness' equals an inability of a setting to encourage
formation of vivid images.Greenbie, 1981

Given the finding of myast personal & professional
practice(via reflection on foundation practice) that revealed &
mix of virtual spaces that were both memorable and easily
forgotten, | wanted to explore what this would feel like to
experience Placenessness and placeness, alad particular
aspects in each could be transferred to emulated to the virt
domain

1. To observe natural geological forms in situ (aesthetic

geometry etc.,,.)
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2. To experience nature and the landscape in a-nediated
manner (i.e direct contact)

3. To gather pmary design focused data that would enable
the creation of a much richer more authentic virtual spac

Expectations & assumptions:

1 1will be able to gather meaningful insight into VNE desig
the field trip will provide data that cannot be gained
through other research methods, and will provide an
unique insight into different aspects of the environment

1 Ascent should be more difficult than the decent.

9 Should be relatively easy, not expecting it to be too
physically taxing.

1. Whatif...? What is | am unable to draw out any useful observations, ho

(projection,speculation); will this impact the second stage of creating a more authenti
virtual environment.

2. The pros and cons of

projections;

In-Action reflection

1. What | felt during:Exhaustion, disjointed expectation, so accustomed to exploring large areas of
landscape it's easy to forget how even a slight incline o a real landscape is physically taxing,
instantly obvious, we can become so accustomed to exploringsvashes of land in the virtual word

2. There is a huge separation between being an observer (virtual domain) vs being a participator g
‘on the ground' in terms of focus: in the virtual domain the focus can be on several things but
real landscape it's most certainly on your larase steps, the journey your next millstone. there is v
little else apart from the sound of your own heartbeat, breathing and the next few steps.

3. Learning to plan multiple routes on climbing a summit and careful route selection, this is co
consideing a range of factors had to be taken into account:

1 my level of fatigue/energy,

1 weather conditions,

1 risk/danger level

1 time of day/remaining
There igyreat deal of physical testing(literally testing ground) for different soil types since this could
misplacing a foot in 2ft deep marshy soil and lots of backtracking due to dead ends or obstacles th
prior assessment seemed passable, which @alén have to be bypassed.

4. Self accomplishment and achievement, there was a huge sense of achievement on passing p
impasse (cliff, ledge), especially on viewing a particular milestone(partial summit) and the lg
achievement felt once thisad been reached.

5. There is a definite sense of fear on viewing milestones and summits, they seem so far aw
progress is so slow especially when you're tired, it's shocking to realise that how unrealistic gan
exploring natural spaces is so effess, one simply moves the controller/keyboard to move there is
WNBaAaldlyO0SQ (2 Y20SYSyld 6KAOK Ay GKS LIKE@&aA
OB6AYRY NIAYI GSNNIAYS 6FGSNI SGOddddy BSNE N

6. The landscape is all interconnected, there are no discrete 'sections’, I'm so used to moving from
area to area in virtual spaces that it's hard to remember that nature is not confined by anythin
amazing to see how a rumbling of water ungexund suddenly opens up into a stream further alg
the path, it feels like a living entity, one large interconnected organism.

7. Walking techniques and unexpected danger: An ascent is very different in comparison to a d¢
expected the reverse, butne forgets that adrenaline is pumping on the ascent and your mover
NEAGNAOGSR o0& GKS fIFyRAOILISY gKSNBI & RdzZNR Y3
build pace on a rapid decent and injure yourself.
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Another observation is our feet opaie almost as as hands whilst walking over natural terrain, €
individual foot is carefully placed for maximum grip or to aid in conquering obstacles, the different pq
0KS F220 y3afS: LINBaada2NB3x LI} I OSarikediark thevemdo Gohta
or input over the intricate calculation of all these variables that in a split second is calculated and exeq

8. Ruskin was right, there is something unique, magical about nature, this is a personal relationsh
one that can ever be mediated, the smell of the air is surprisingly as it's tinged with so many di
elements(wet moss, flowers/pollen), other walls scent, the temperature varies depending on terr
features, flowing water can rapidly cool the local environment, the spray from a flowing river ¢
both refreshing and unwelcome depending on your physical condition.

The natural environment is wigorating, one can feel the energy and power of nature flowing through yq

times and you feel connected to the land, almost as if you were a tree drawing nutrients from the grot

times it reverses and you feel that the land is drawing your i iin

9. Greenbie described placenessness well; there are moments, parts of the landscape so nondescr
do struggle when observing to feel moved or evoked they are barren, empty and difficult to e
with, it is easy to lose your bearing and bengimced you are walking in circles, we rely so much
greLll2Ayida 2N w3aS2Y2NLIKaAGSaQ G2 Oz2yaidlydate
physical landscape around us.

There are also places of meaning, whether ianeold stump or a cliff face with an unusual cave entranc

a strange rocky path, these waypoints serve as mental markers.

Evaluation/Post Project

Reflection Melze

1. How well did you do it? | The field trip was partly successful, in that it provided insight into
greenbie's placeneesness and Ruskin's 'Go to Nature' manifesto

2. How valuable was it? The experience was very valuable as it provides an insight into areas s
as self accomplishmenaind
3. What did you learn? f LRSI {GKIFIG SA&adlrya 2N LINPINBaaAa
2 K RARYQI appreciated, finding a place to rest after an ardous walk felt like a
reward.

1 The Idea of paths; multiple routes to one location, some with dead
ends, forcing you to try walk up, backtrack, conscious route selecti
become a focus especially at dangerous points

1 Deadends can function as a useful refuge, or place to sit, idea of
shelter, (Lone tree example)

1 Idea what terrain cover...i.e fauna is subtle, sometimes no more thg
rock and ‘weeds' type hardy low lying shrubs

The Interconnected nature of the natural environment, holes with
flowing water, disappear and reappear, you ¢ear gurgling of water
running underneath, feeling of adventure of wonder, fear and intrig
when seeing a cave, where does it lead to ?

1 I had earned these vista's through sweat and tears, these were my
places a constructed meaning?

4. How did you feel abat The project was an exteremely useful idea and one that has provided

it? exactly the kind of reflection | required in order to analyse and draw out
data required to build a more authentic environment. It was physically
taxing however and on reflection gher trips would have been more
useful.

5. What sources of Data on geology, flora density as well as
information did you find?
How valuable were they?

6. Why did you make a
certain decision?
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7. What was the most
difficult thing

The energy and time required to simply explore the space even on a
superficial level, it was exhausting. Having explored natural landscapeg
the virtual domain, one is able to explore hundreds of square kilometer
hours and days, this is impossibldlie physical realm, and it felt at times
my body was not able to catch up with my mind desire to traverse morg
rapidly, was my mind accustomed to exploring these vast spaces so m
a2 GKFd AG KFR 2dzi INBGY Ye LIKEJ
mind desire to experience the landscape?

8. What was the most
satisfying thing?

Earning a vista: a small ledge had opened up after heavy rainfall , | sat
ledge that had perhaps not been visited for a long period of time, this w
something | had earnt, almost like the landscape ad welcomed me and
LINE A RSR I a i 2to/eBjoythé kind®ap&sDelow MdEl Y ¢
Siobod.

9. What would you have
done differently?

1 Shorter trips the full day hike was far too exhausting more smaller {
aided by period of reflection/analysis over a longer period would hg
been more useful and gatheredore data.

1 LYRAGARdzZEE | NBlIa o03S2f2383x ¥Ff 2
focus of smaller trips, perhaps modelled on the Landscape charact
assessment qualities.

1 Greater selection of natural landscapes (across different environmg
types)

1 Collectionreflection? Perhaps sharing the thoughts and reflections
with other individuals to see if collective experience could provide
richer and deeper insight into the areas.

Summary/Outcomes

What advice would you give
someone?

1) be prepared, it can bghysically taxing and this sometimes hamp
dzA ST¥dzf NBFESOGA2YyT ONAYy3IA | dzR
thoughts is much easier and very difficult using otl
means(pen/paper)

2) Take shorter tips focusing on different elements that you would likg
consider
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Appendix N: ShadowMoss Island Production 1 Report

So finally started building my first level based from the distilled design methodology derived from the

work on oO6Virtual Landscapesd (my 3gamesbvernhelast3ok on nat
years)

1) Key images from V.L research

2) Research & Reference phase, using Deepzoom as a tool to collate all the research & reference

into one visual space: this has proven to be a very very important and pivotal step in linking R&R to

the actual level when contracting it.

First steps:

a) Using geocontrol 2, generated an island terrain, ir
looks good (natural eroded cliffs etc..) but there is very little in the way of interesting geology to look

and expl oreé.

b) | scrapped the use of procedural tools to build it by hand, sculpting the terrain with forms based on

reference and artistic license!

Process
1) Block out on paper(topdown map, based from painting of the island map)

2) Build basic form using large brush tools in CE3 SDK, size is EVRYTHING, too many NE
environments are nothing more huge boringp | a t € thisii® GNE ENVIRONMENT WITH
many LANDSCAPES! itdéds boring and very very |limite
there, | resorted to a 1024x1024 pixel map with a 1m/unit setting=1 sq km, which is more than
enough for a environment that can be made to be fun, interesting, mythical and incite a player
to explore.

3) Block out key features, i.e starting from a macro level, block out the 3 or 4 major features,
breaking the island into 8 zones (essentially a circle divided into 4, then subdivided into two
parts each(inner circle and the out edge) gives you 8 zones to work on, which when broken
down is much more feasible to imagine, reference and construct.

4) Refine each area with your references, for geometry this involves both creating the form (i.e
sloping mountain pathway) and actual testing (can you walk up and down the path, is it easy
or hard?, can you make multiple sub-routes?

5) Finish geometry stage

6) Create the terrain texture(export large 4096x4096 or bigger preview) save this as the base
template.

7) Thisis then used as a template (heightmap) for WorldMachine/Geocontrol2, the trick is not
tot generate the terrain by these two tools, but to import them and use the toolset to help
generate a far-LOD colour map, giving your terrain a realistic eroded terrain from a distance.

8) Now in Photoshop add the LOD map(ir normal map) onto your greyscale terrain texture, and
start to paint in your colour layers(grass, sand, rock etc..), | tried grass, but this does not work
with a grass type texture itds way to detailed to
an aerial shotof agrassyislandthatilcoul d use as the grass | ayer é)
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So far pretty happy with the result, bit more work and this part should be done soon! A few issues with
Sandbox 2:

a) terrain tools are good, but need improving, i.e brush that can follow a shape(block or a
spline) useful for carving cliffs at an angle

b) Strange corruption of the terrain(single pixel) which detroys very finely made paths, took
me around 5 hours to fix all the path | had initially created and tested meter by meter!

c) Voxel tools, slow and fiddly, needs improvement, fantastic tool though
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todo:

1) Voxel Caves/Tunnels, overhangs etc..
2) Terrain close detail textures/normal
maps(i.e tafoni!)

3) Rock formations, generic & unique

4) Surface Vegatation, generic(grass,
shrub, treebds)

5) Water(rivers, |a
6) Weather and Atmospheric effects

7) Tweaking and pl a

Phase 2

I ntroducing my new map, O0ShadowMoss Islanddé in part
Design i n Ga me $sénthe ddsignpohtlze sratusal environment using geology,

environmental psychology, landscape aesthetics, character assessments etc.. to inform a new

framewor ké.

Built using a combination of hand modelling(rather than using worldmachine/geocontrol a sa start)

then importing back into geocontrol/worl dmachine to
aerial photo datatothe hi-r es terrain textureé.. |l really wanted an

complexity of a real landscape, steep narrow mountain paths, collapsed limestone caverns(caldera)
that all interconnect from a forest the beach via a sea cave (the voxel tool is amazing, although does
need refinement), there are multiple paths around that connect , which hopefully will entice you to

explor e the environment for alternative/interesting rou
The whole island was kept small for a reason, as | know the biggest issue with natural environment

design is the issue of creating huge environments that are next to impossible to finish to a good

guality, the initial core are is normally great but
Really happy with how my vision is matching up to the actual build, big thanks to the Crydev team for

making such a powerful environment toolset, and all o\
todo:;, finish off terrain, add rocks/veg | ayer, waterfa
todo:, finish off terrain, add rocks/veg | ayer, wat el
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