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Appendix A :  Umran Ali CV  

Details of Higher Education 
 

Degrees, Diplomas & Postgraduate qualifications Dates Awarded by 

BSc Computer & Video Games (1st Class) 

M.A Creative Technology (Distinction) 

Postgraduate Certificate  in Higher Education Research 
& Practice (Distinction) 

Ph.D (ongoing) 

2001-2004 

2004-2005 

2007-2008 

2008-2015* 

University of Salford 

University of Salford 

University of Salford 

University of Salford 

 

Professional Qualifications 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 of duties 
and reason for leaving 

March 2013-Present 

Aug 2011-March 2013 

July 2009-August 2011 

July 2006-July 2009 

Sept 2004-July 2006 

Sept 1998-2001 

University Of Salford 

University Of Salford 

University Of Salford 

University Of Salford 

University Of Salford 

Freelance 3D Artist & 
Designer (Self-
employed)  

Senior Lecturer in Creative Media 

Director Of Creative Media 

Senior Lecturer in Creative Media 

Lecturer in Multimedia  

Visiting Lecturer in Art & Media 

Freelance 3D Artist &Designer 

¶ Pir8 Media (logo branding) 

¶ 3D Artist (EternalKnight Game) 

 
Publications and Research 
 

Publications 

Ali, U. (2012). Virtual Landscapes: The Embryonic Era (1980-1989). ISBN(978-0-9574086-0-9, Zayn 
Creative  

Ali, U. (2012). Virtual Landscapes: The Transition Era (1990-1999). ISBN 978-0-9574086-1-6, Zayn 
Creative  

Ali, U. (2012). Virtual Landscapes: The Modern Era (2000-2012). ISBN 978-0-9574086-2-3, Zayn 
Creative 

 

Projects (Practice-Research) 

Beyond Aesthetic Reference: An interactive natural landforms reference tool (2014) 

1. ShadowMoss Memory: a Stereoscopic short 3D film made in CryEngine 3 (2014) 



Virtual Landscapes ð Appendices ðUmran Ali  

4 

2. MindFlow: A Collaborative creative project tool (2013) 

3. ShadowMoss Island; A Practice based exploration of Virtual Landscape Design, in CryEngine 3 
(2012) 

4. Virtual Landscapes Interactive Database: An interactive database of the landscapes in over 100 
games across 30 years in UltraHD panoramic form (Microsoft PivotViewer) 

5. Virtual Jean-Claude Risset: 2003 and 2004, Marseille, Paris/ F and Manchester/ UK, Fuchs, Ali & 
Ward (3D Artist & Character Animator) 

6. Virtually FACTicious (2004) Ali, Fuchs, Eckermann with Darkhorse Venture and BT Exact 

7. Heretic Kingdoms: The Inquisition (2004), 3D People, Project Three Interactive BV, PC 
Game(DesignCredit) 

8. PlastiCity: 2004 - 2006, Bradford and Manchester/ UK , Fuchs, Ali & Ward (3D Artist, Character 
Animator) 

 

Conferences 

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

1. Serious Games: Games Design & Landscape Architecture Ludotopia II Conference and Workshop 
Series, 2011 

2. Games Design & Virtual Landscapes A&D Research forum, UoS, (2010, 2011, 2012) 

3. Anti-Piracy Countermeasures, IGDA, GDCE 2003 

 

Exhibitions 

1. Virtual Landscapes (2014) 

2. AnimGame Fesitval MCUk, June 2012 

3. Virtual Landscapes @ BBC Fusion (2012) 

 

External Work 

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

¶ B.Sc Interactive Entertainment (Games Development), B.A Interactive Entertainment( Digital Art), 
External Examiner Birmingham City University, 2014-2015 

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

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

¶ Edexcel/Pearson ; A-Level Design & Technology/Product Design Specifications Redevelopment 
Consultant (2012) 

¶ Edexcel/Pearson ; A-Level Art & Design Specifications Redevelopment Consultant (2012) 

¶ Salford City College Games Design (Foundation Degree) External Advisor (2012) 

¶ Manchester College, 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 Design Assessment Level 1 in: 
The full design document can 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 player to become 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 game objects (weapons, health etc.) 
2. Less confusion and ambiguity when the player is respawed after death. I.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 the 

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. 
 

 

 
In game Weapons/Models/Sound Conceptualisation  
 
Weapon 1: Druid Staff: A 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 Cane: A bronze cane (~ 4ft) made of a central cane 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 Sceptre: A large thin, white sceptre, carved out of 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: A small rod (~3 ft), made of a dark, metallic like substance, jet black with a slight red 
ǎƘŜŜƴΣ ǎƘŀǇŜŘ ƭƛƪŜ ŀ оŦǘ ƭŜƎ ōƻƴŜΣ ǿƛǘƘ ŀ ŎŀǊǾŜŘ ƎŀǊƎƻȅƭŜ ƘŜŀŘΣ ǿƛǘƘ ǘƘŜ ƻǇŜƴ ƳƻǳǘƘ ŦƻǊƳƛƴƎ ǘƘŜ ǿŜŀǇƻƴΩǎ 
head. Fires a continuous stream of red/back flames, causing major damage 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 
ƎǊƻǿƛƴƎ ǎǇŀǊǎŜƭȅ ƛƴ ŀƴŘ ŀǊƻǳƴŘ ǿƘŜǊŜ ǘƘŜ ǿŀǘŜǊŦŀƭƭ ŦƻǊŎŜ ƛǎ ŀǘ ƛǘΩǎ 
minimal 
 
Model 2: A tree canopy covering the dark woods, thick dark green 
coverage, with little break-up 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 portion the map. 
 
Model 4: Large ropey bridge made up of old decaying word and 
worn rope, broken in places. 
 
Models 5a-5x: Underground Mine structures, Pillars, crypts, covered 
in dark, black speckled dust, spider webs, broken in places, ancient and old. 
 
Part 6: Technical ArchitectureΥ άtǊŜǇŀǊŀǘƛƻƴ ƻŦ ǘƘŜ ǘŜŎƘƴƛŎŀƭ ŘŜǎƛƎƴ ŘŜǘŀƛƭƛƴƎ ǘƘŜ ǘƻƻƭǎ ŀƴŘ ǘŜŎƘƴƻƭƻƎƛŜǎ ǘƘŀǘ 
ǿƛƭƭ ōŜ ƴŜŜŘŜŘέ1 for the development process. 
 
Art & Graphics: Adobe Photoshop, 3D Studio Max R3 (inc md3 exporter), Terragen 
Sound & Music: Digital Recorder, Cool Edit 2001 pro, CakeWalk Sonar, Steinberg Cubase VST 5.1 
Level Design: Easygen, GTK radiant 1.1 TA 
 
Now the initial, conceptualisation stage is complete, we begin the development stage. 
 
Stage 2: Development 
 
The development process can be broken down into different tasks to be completed 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 Level Design department 
 
(EXT) Indicates Possible Extension In the future 
1. From the thematic design map-outline, 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 around 20-50 MAX (more =higher poly count) (LD) 

  

                                                      
1 http://www.music.salford.ac.uk/music2/web/localaccess/cvg/design/design1-timeline.htm 
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Appendix C: THE Research Article  
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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 Architect (2012, via email) 
 
άIƛ ¦ƳǊŀƴΣ 
My name is Mark Jackson and I am a Landscape Architect practicing in Adelaide, South Australia. I 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. I will no doubt make 
reference to it as 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 I feel has lacked 
wider recognition within the field of Landscape ArchitectuǊŜΦ LΩƳ ŜǎǇŜŎƛŀƭƭȅ ƛƴǘŜǊŜǎǘŜŘ ƛƴ ǘƘŜ ŘƛƎƛǘŀƭ ƭŀƴŘǎŎŀǇŜǎ 
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 of real landscapes, but whom 
have been exposed to a diet of realistically rendered landscapes within games. 
I feel the accessibility of games in exploring virtual environments and the ability for gamers to shape elements 
of those environment as an empowering tool tƘŀǘ ƘŀǎƴΩǘ ǊŜŀƭƭȅ ōŜŜƴ ǳǘƛƭƛȊŜŘ ǘƻ ƛǘǎ Ŧǳƭƭ ŜȄǘŜƴǘΦ LǘΩǎ ƴƻ ǎǳǊǇǊƛǎŜ 
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 to certain landscapes 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 elements for example, 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? 
 Elsewhere in the peripherals of the landscape industry I have come to notice basic elements of digital gaming 
starting to enter the suite of conventional playground equipment. I see the future of digital gaming playing a 
much greater role in outdoor play, even though at the moment games are largely domesticated. The advent 
ƳƻōƛƭŜ ƎŀƳƛƴƎ ŘŜǾƛŎŜǎ ƛǎ ǎǘƛƭƭ ǊǳƴƴƛƴƎ ƛǘǎ ŎƻǳǊǎŜ ōǳǘ LΩƳ ȅŜǘ ǘƻ ōŜ ŎƻƴǾƛƴŎŜŘ ƻƴ ƛǘǎ ŜŦŦŜŎǘƛǾŜ ǳǎŜΦ L ǿƻƴŘŜǊ Ƙƻǿ 
long it will be until we see the mainstream return of headsets in gaming, which might then 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 environment. I am 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 mid-December for a month so it would be interesting to catch up and discuss 
ŦǳǊǘƘŜǊΦέ 

 
Review from J. Femia (2015, Via Virtual Landscape Website) 
άVery interesting work with a lot of detail in all three of the documented eras. They 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 
environments will soon be able to be presented almost photo-ǊŜŀƭƛǎǘƛŎŀƭƭȅ ŀƴŘ ƛƳƳŜǊǎƛǾŜƭȅΦέ 

 
Review from Shaheena (2015, Via Virtual Landscape Website) 
ά¢ƘŜ ǾƛǊǘǳŀƭ ƭŀƴŘǎŎŀǇŜǎ ŀǊŜ ǿƻƴŘŜǊŦǳƭƭȅ ǾƛǾƛŘΣ L Ŏŀƴ ŀƭƳƻǎǘ ǇƛŎǘǳǊŜ ƳȅǎŜƭŦ ǘƘŜǊŜΦ ¸ƻǳ ƘŀǾŜ ŀ ǘǊǳŜ ǘŀƭŜƴǘ ŦƻǊ 
ǇƘƻǘƻƎǊŀǇƘȅΦέ 

 
Review from Lightning (2015, Via Virtual Landscape Website) 
άLΩǾŜ Ƨǳǎǘ ŦƛƴƛǎƘŜŘ ǊŜŀŘƛƴƎ ǘƘǊƻǳƎƘ ǘƘŜ о ōƻƻƪǎ ŀƴŘ ǘƘŜȅΩǊŜ ŜȄǘǊŜƳŜƭȅ ŘŜǘŀƛƭŜŘ ŜȄǇƭƻǊƛƴƎ ǘƘŜ ƘƛǎǘƻǊȅ ƻŦ 
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 screen to viewers as an environment with basic 
features such as trees, whereas currently, technology has allowed the representation of virtual landscapes to 
ōŜ ƳǳŎƘ ƳƻǊŜ ǇƻǿŜǊŦǳƭ ŀƴŘ ǊŜŀƭƛǎǘƛŎΦ DǊŜŀǘ ǿƻǊƪ ŀƴŘ ƛƴǎǇƛǊŀǘƛƻƴŀƭ ǎǘƻǊȅ ƻŦ ǘƘŜ ƎǊŜŀǘ ǿŀƭƭΦέ 
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Review from Toby Rushton (2015, Via Virtual Landscape Website) 
ά/ƻƴǘŜƴǘ ƛǘǎŜƭŦ ǘƘƻǳƎƘ ƛǎ ƎǊŜŀǘΣ L ǘƘƛƴƪ ǘƘŜ ǇŀƴƻǊŀƳŀǎ ƛƴ ƎŜƴŜǊŀƭ ƘƻƭŘ ŀ ƎǊŜŀǘ ŘŜŀƭ ƻŦ ŀƴŀƭȅǘƛŎŀƭ ǇƻǘŜƴǘƛŀƭ ŦƻǊ 
someone such as I who find that, while basic screenshots can give a decent overview of an artists vision, they 
are very limited to the dimensions of the screen.In fact I 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 better, but 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 
ƛǘΩǎ ƭƛƪŜ ǾƛŜǿƛƴƎ ŀ ŘƛŦŦŜǊŜƴǘ ǿƻǊƭŘ ǘƻ ƻƴŜǎ ǿŜ ƴƻǊƳŀƭƭȅ ǎŜŜ ǿƘŜƴ ǿŜ ǇƭŀȅΦ This is especially apparent with more 
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. 
I do also like the photographic research elements. The Blue Lagoon was an interesting read and a great insight 
ǘƻ ǘƘŜ ƘǳƳŀƴ ǇǎȅŎƘŜΦ L ǘƘƛƴƪ ƛǘΩǎ ǾŜǊȅ ƎƻƻŘ ǘƻ ƭƻƻƪ ƻǳǘǎƛŘŜ ǘƘŜ ōƻȄ ŀƴŘ ǊŜŀƭƭȅ ŘƛƎ ƛƴ ŘŜŜǇ ǿƘȅ ǇŜƻǇƭŜ ŀǊŜ ŘǊŀǿƴ 
to these environments. Anybody reading might then take a further look into what makes each element 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! 
aŀȅ L ǎǳƎƎŜǎǘ ǘƘƻǳƎƘΣ ƛŦ ȅƻǳΩǊŜ ŎƻƴǘƛƴǳƛƴƎ ǊŜǎŜŀǊŎƘΣ ǘƘŀǘ ȅƻǳ ǘŀƪŜ ŀ ƭƻƻƪ ŀǘ ǎƻƳŜ ǊŜŎŜƴǘƭȅ ƳŀŘŜ b±9Ωǎ ŎǊŜŀǘŜŘ 
ƛƴ ǘƘŜ ¦ƴǊŜŀƭ п ŜƴƎƛƴŜ ƴƻǿ ǘƘŀǘ ƛǘΩǎ ǎǘŀǊǘƛƴƎ ǘƻ ŎƘǳǊƴ ƻǳǘ ǎƻƳŜ ŀƭǊŜŀŘȅ ƛƳǇǊŜǎǎƛǾŜ ƭƻƻƪƛƴƎ ǘƛǘƭŜǎΦ !wYΥ {ǳǊǾƛǾŀƭ 
9ǾƻƭǾŜŘ ǿƻǳƭŘ ōŜ ŀ ǇŜǊŦŜŎǘ ŀŘŘƛǘƛƻƴ ǘƻ ǘƘŜ aƻŘŜǊƴ 9Ǌŀ ǎŜŎǘƛƻƴ ōŜŎŀǳǎŜ ƛǘΩǎ ŀ ƎǊŜŀǘ ŜȄŀƳǇƭŜ ƻǾŜǊ Ƙow people 
like to play in those environments despite a significant portion having to grit their teeth through 15-30fps. 
Would gamers be as forgiving if the environment was urban, or futuristic? I believe some people are renewing 
old game environments in the engine as a comparison as well. You likely may have already seen it as an 
ŜȄŀƳǇƭŜΣ ōǳǘ ǘƘŜǊŜΩǎ ŀ ǾƛŘŜƻ ƻŦ YŀƪŀǊƛƪƻ ǾƛƭƭŀƎŜ ŦǊƻƳ ½ŜƭŘŀΦ Lǘ ƳƛƎƘǘ Ƨǳǎǘ ōŜ ŜȄǘǊŀ ŀǾŜƴǳŜǎ ƻŦ ǊŜǎŜŀǊŎƘ ǘƻ 
ŜȄǇƭƻǊŜΣ ǇŀǊǘƛŎǳƭŀǊƭȅ Ƙƻǿ ƳǳŎƘ ǘŜŎƘƴƻƭƻƎȅ ƛƴŦƭǳŜƴŎŜǎ ǘƘŜ ŜƴǾƛǊƻƴƳŜƴǘΦέ 

 
Review from Lubna (2015, Via Virtual Landscape Website) 
ά²Ƙŀǘ ŀ ƎǊŜŀǘ ǇƛŜŎŜ ƻŦ ǿƻǊƪ ŀƴŘ ŀƴ ƛƴǘǊƻŘǳŎǘƛƻƴ ǘƻ ǘƘŜ ǾƛǊǘǳŀƭ ǿƻǊƭŘΦ[ƻƻƪƛƴƎ ŀǘ ǘƘŜ ƛƳŀƎŜǎ ƻŦ WŀŎƻōǎ ²Ŝƭƭ Ƨǳǎǘ 
gave me goose bumps. Fantastic imagery and the use of colours to bring the landscapes to life ςfelt like I have 
Ƨǳǎǘ ōŜŜƴ ǘŀƪŜƴ ƻƴ ŀ ƧƻǳǊƴŜȅ ƻŦ ǎƻƳŜ ƻŦ ǘƘŜ ǿƻƴŘŜǊǎ ƻŦ ǘƘŜ ǿƻǊƭŘ ǘƘŀǘ L ŘƛŘƴΩǘ ƪƴƻǿ ŜȄƛǎǘŜŘΦ Lǘ ƛǎ ŀŘƳƛǊŀōƭŜ Ƙƻǿ 
ǘƘŜǎŜ ƛƳŀƎŜǎ ƘŀǾŜ ōŜŜƴ ŎŀǇǘǳǊŜŘ ƛƴǘƻ ǾƛǊǘǳŀƭ ƭŀƴŘǎŎŀǇŜǎΣ ǘƘŀƴƪ ȅƻǳΦέ 

 
Review from Ste Marshall (2015, via email) 
ά¢Ƙƛǎ ƛǎ a wonderful array of research! As a hobbyist concept artist, I can see clearly the mission undertaken to 
ƘƛƎƘƭƛƎƘǘ ǘƘŜ ŎƻƴƴŜŎǘƛƻƴ ōŜǘǿŜŜƴ ǊŜŀƭ ǿƻǊƭŘ ŜŎƻ ǎȅǎǘŜƳǎ ŀƴŘ ǘƘƻǎŜ ǎŜŜƴ ƛƴ ƎŀƳŜ ŜƴǾƛǊƻƴƳŜƴǘǎΦ LǘΩǎ ƴƻǘ Ƨǳǎǘ 
about making sure forests are lush and greeƴ ŀƴŘ ǿŀǘŜǊ ƛǎ ōƭǳŜ ŀƴŘ ǎǇŀǊƪƭȅΣ ƛǘΩǎ ŀōƻǳǘ ƳŀƪƛƴƎ ǎƻƳŜǘƘƛƴƎ Ŧƛǘ ŦƻǊ 
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 influenced by what we see in our own 
world and beyond. I say this because I share the views made in Virtual Landscapes! I think 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 
ǳƴǘƛƭ ǘƘŜ ŘƛǾƛŘŜ ōŜǘǿŜŜƴ ǿƘŀǘ ƛǎ ǊŜŀƭ ŀƴŘ ǿƘŀǘ ƛǎ ǾƛǊǘǳŀƭ ōŜŎƻƳŜǎ ŜǾŜǊ ƭŜǎǎ ǾƛǎƛōƭŜΦέ 

 
Review/Request from Stephan Sabatier (2013, Via email 
άIƛ aƛǎǘŜǊ Umran, 
I want to use a piece of your virtual landscape to illustrate the cover of a book in France. I 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 up having to survive in a prehistoric jungle. let me point out that it is not about selling this 
illustration. ¢Ƙŀƴƪ ȅƻǳ ŦƻǊ ȅƻǳǊ ŀƴǎǿŜǊΣ ŦƻǊƎƛǾŜ ƳŜ Ƴȅ ōǊƻƪŜƴ 9ƴƎƭƛǎƘ Ηέ 

 
Review from N. Sharif (2015, Via email) 
ά5ŜŀǊ {ƛǊΣI was very impressed by the trip through memory 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 breath-taking. It is 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 
ŎƻƭƻǳǊΦέ 
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Review/Request from Nikolaos-Modestos Kougioulis (2015, Via email)  
άaǊ ¦ƳǊŀƴ !ƭƛΣ 
First of all, let me express my enjoyment for discovering your e-mail address 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 Intelligence and Virtual Worlds. At my spare time, apart from my studies, I 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 as a texture 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, I decided to try using 
panoramas from virtual landscapes and environments, to recreate the atmosphere Myst and similar games 
created. I stumbled upon your virtual landscapes, with panoramas from the Elder Scrolls series etc. I tested 
your images on my humble program with great results!  
To my excitement, I may write a paper on panoramic virtual worlds, generating from virtual (or real) 
landscapes, and what the possibilities and benefits may appear, but definitely not in the time being, being an 
undergraduate student! As a result, I would like to ask for your permission to use your images, as published on 
minus.com, in case I decide to write that paper. 
I would love to share the results of re-creating 3D worlds using your virtual landscapes on my little program, 
ŀƴŘ ǿƘƻ ƪƴƻǿǎΣ ƳŀȅōŜ ƛƴ ǘƘŜ ŦǳǘǳǊŜ Ƴȅ ǿƻǊƪ ǇŀǘƘ ǿƛƭƭ ƳŜŜǘ ȅƻǳǊ ǇŀǘƘΗέ 

 
Review by Zubysan (2012, Via Apple Reviews) 

Fantastic insight into landscapes ἙἙἙἙἙ 
The thought and insight 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 Violet (2012, Via Apple Reviews) 

Fantastic read ἙἙἙἙἙ 
The three book series is truly exceptional. There is nothing like it out there. A non gamer myself, I 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 you can 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 

 
Review by Warren Mascot (2015, Via Virtual Landscape Website) 
ά! ƎǊŜŀǘ ǿŀȅ ǘƻ ƛƴǾŜǎǘƛƎŀǘŜ ǘƘŜ ŜƴǾƛǊƻƴƳŜƴǘǎ ƻŦ ǾƛŘŜƻ ƎŀƳŜǎΗέ 

 
Review by Shazia Ahmed (2015, Via Virtual Landscape Website) 
άAn amazing piece of work that brings the landscapes to life. The detail is mind-blowing. You can actually 
ƛƳŀƎƛƴŜ ōŜƛƴƎ ƛƴ ƛǘέ 

 
Review by Asim C (2015, Via Virtual Landscape Website) 
ά! ƎǊŜŀǘ ǇƛŜŎŜ ƻŦ ǿƻǊƪ ǘƘŀǘ ōǊƛƴƎǎ ǘƘƛǎ ŀǊŜŀ ǘƻ ƭƛŦŜ ƛƴ ŀ ǾŜǊȅ ŀŎŎŜǎǎƛōƭŜ ŦƻǊƳŀǘΦ [ƻƻƪ ŦƻǊǿŀǊŘ ǘƻ ǎǳōǎŜǉǳŜƴǘ 
ǿƻǊƪǎ ŦǊƻƳ ǘƘƛǎ ŀǳǘƘƻǊΦ ά 

 
Review by Yasmeen (2015, Via Virtual Landscape Website) 
άLǘ ƛǎ ŀƳŀȊƛƴƎ to see how much technology has improved from the pixilated images to the digitally enhanced 
ƘƛƎƘ ŘŜŦƛƴƛǘƛƻƴ ǇŀƴƻǊŀƳƛŎ ƭŀƴŘǎŎŀǇŜǎΗΗέ 

 
Review by Lewis Markey (2015, Via Virtual Landscape Website) 
ά! ƎǊŜŀǘ ǎŜǊƛŜǎΦ ¢ƘŜǊŜϥǎ ŀ ƭƻǘ ƻŦ ŘŜǇǘƘ ŀƴŘ ƪƴƻǿƭŜŘƎŜ ƘŜǊŜΣ ƛǘ's a breath of fresh air to see how we've 
ǇǊƻƎǊŜǎǎŜŘ ǿƛǘƘƛƴ ǘƘƛǎ о ǇŀǊǘ ǎŜǊƛŜǎΦ ! ƎǊŜŀǘ ǊŜŀŘ ǿƛǘƘ ǇƻǘŜƴǘƛŀƭ ŦƻǊ ƳƻǊŜ ǿƘŜƴ ǿŜ Ǝƻ ǳǇ ŀƴƻǘƘŜǊ ǎǘŀƎŜΦ ά 
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Review by Jack Healey (2015, Via Virtual Landscape Website) 
ά¢Ƙƛǎ о ǇŀǊǘ ǎŜǊƛŜǎ ƎƛǾŜǎ ŦŀƴǘŀǎǘƛŎ ƛƴǎƛƎƘǘ ƛƴǘƻ ǘƘŜ ŜǾƻƭǳǘƛƻƴ ƻŦ ǾƛŘŜƻ ƎŀƳŜ ƭŀƴŘǎŎŀǇŜǎΣ ŎƭŜŀǊƭȅ ŀ ƭƻǘ ƻŦ ǊŜǎŜŀǊŎƘ 
and development has gone into this, with brilliant panorama images reinforcing every point made.  The choice 
to demonstrate the evolution of different 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 lot of thought 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 landscapes or video games 
in general. 
The only thing I 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 some 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 
ōŜ ǘǊǳŜ ƛƴ ǘƘƛǎ ŎŀǎŜΦέ 

 
Review by Zuby Ahmed (2015, Via Virtual Landscape Website) 
ά! ǎǳǇŜǊōƭȅ ǘŀŎƪƭŜŘ ǇƛŜŎŜ ƻŦ ǿƻǊƪΣ ŦǊƻƳ ōƻǘƘ ŀƴ ƛƴŘǳǎǘǊȅ ŀƴŘ ŀŎŀŘŜƳƛŎ ǇŜǊǎǇŜŎǘƛǾŜΦ ¢ƘŜ ǿƻǊƪ ƘŜǊŜ ǇǊƻǾƛŘŜǎ 
excellent research-based insight, demonstrating real in-depth critical analysis on the development of virtual 
environments. With the advent of upcoming VR tech (Oculus, Morpheus, Rift), this is a must read for anyone 
ŘŜƭǾƛƴƎ ƛƴǘƻ ǘƘŜ ǊŜŀƭƳǎ ƻŦ ǾƛǊǘǳŀƭ ƭŀƴŘǎŎŀǇƛƴƎΗέ 

 
Review by HalaSadik (2015, Via Virtual Landscape Website) 
ά±ŜǊȅ ƛƴǘŜǊŜǎǘƛƴƎ ŀƴŘ ŦŀǎŎƛƴŀǘƛƴƎ ǘƻǳǊ ƻŦ ƎŀƳƛƴƎ ōŀŎƪƎǊƻǳƴŘέ 

 
Review by Warren B. (2015, Via Virtual Landscape Website) 
ά¢ƘŜ ǘƘǊŜŜ ǇŀǊǘ ǎŜǊƛŜǎ ƛǎ ōǊƛƭƭƛŀƴǘΗ Lǘ ƎƛǾŜǎ ŀƴ ƛƴǎƛƎƘǘ ƛƴǘƻ Ƙƻǿ ŜƴǾƛǊƻƴƳŜƴǘǎ ŦŜƭǘ ƛƴ ǘƘŜ ƘƛǎǘƻǊȅ ƻŦ ǾƛŘŜƻ ƎŀƳŜǎΦ 
You can really feel how players navigated and to see the evolution of how players are able to move in video 
worlds. This collection would be so useful to anyone completing academic research or dissertations on virtual 
ŜƴǾƛǊƻƴƳŜƴǘǎ ƻŦ ŀƴȅ ƪƛƴŘΗέ 

 
Review by (Exhibition) @ MediaCity UK 2012 
Review by John Joseph Benjamin (Creative Content Administrator, 02/02/16, Via Email) 
Some time ago Umran provided me with a rare chance to view his wonderful 360 ꜛlandscape renders captured 
in game engine. I feel the images he produced really captured and brought to the foreground the aesthetics 
and realism 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 bare-bones quality and well-conceived landscapes contained in these games, Umran was able to 
ŦƻŎǳǎ ǘƘŜ ǾƛŜǿŜǊΩǎ ŀǘǘŜƴǘƛƻƴ ƻƴ ǘƘŜ ǿƻƴŘŜǊŦǳƭ ƎŜƻƭƻƎȅ ƻŦ ǘƘŜǎŜ ǊƻƭƭƛƴƎ ƭŀƴŘǎŎŀǇŜǎ ŀƛŘƛƴƎ ǘƘŜ ŀƳōƛŀƴŎŜ ŀƴŘ 
perpetuating the desire for exploration. The intricacies and lustre of the Skyrim landscape, for example, where 
put under the microscope and bombarded my senses with greater effect than under the gameplay paradigm 
itself, enabling me to re-live the sense of wonder conveyed by these beautiful game words all over again but in 
a new, more contextual light. 

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

 
Karen Watts (22 December 2013 , via Google Play reviews)) 
*****(5 Star) Pictures are Amazing Always Remember "No Worries 

 
Nathan Thomas  (21 October 2013, via Google Play reviews)) 
 ***(3 Star) 
!ƴ ƛƳǇǊƻǾŜƳŜƴǘ ƻǾŜǊ ǘƘŜ ƭŀǎǘ ǘǿƻ 5ŜŦƛƴƛǘŜƭȅ ŀ ƭƻǘ ƳƻǊŜ ǘŜȄǘ ƛƴ ǘƘƛǎ ƭŀǎǘ ōƻƻƪΦ ²ƘŜǘƘŜǊ ǘƘŀǘΩǎ ōŜŎŀǳǎŜ ǘƘŜ 
author prefers these games, or was really trying harder is not for me to say, but could still have done with 
going into more depth 
 

https://play.google.com/store/people/details?id=115940779753573475204
https://play.google.com/store/people/details?id=102374160888578519822
https://play.google.com/store/people/details?id=114524641630830013158
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Warren Mascot (13 October 2015, via Google Play reviews) 
 ***** (5 Star)  
Loved researching into the evolution of environments! You can really feel how players navigated in recent 
years and where we are now! 

 
Karen Watts (22 December 2013, via Google Play reviews)) 
*****(5 Star) Amazing Wonderful 

 
Nathan Thomas  (21 October 2013, via Google Play reviews)) 
 ***(3 Star) Too many pictures, too little text The book starts well, but quickly devolves into the author placing 
images and making the odd comment on games i can only view as being his favourites. Could do with more 
text It was a good, albeit short, read. Definitely something that interests me, and whilst the text that 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 more text and study, but all-in-all an enjoyable read, and I'll read the other books in 
the series too 

 
Joel Lawton  (24 October 2015, via Google Play reviews)) 
****(4 Star) I 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 collected through various testing events 
 

Virtual Landscape Pivot Tool Feedback 
 

Positive comments Negative comments 

Much better than a book, I would use it for my modules, 
L ǿŀƴǘ ǘƻ ǳǎŜ ǘƘƛǎ ŦƻǊ Ƴȅ ǇǊƻƧŜŎǘǎΣ ƛǘΩǎ Ŧǳƴ ǘƘŜ ƛƴǎǘŀƴǘ 
zoom feature is really nice, the games are ranging across 
lots of years,  

Loads bing, a bit slow. Needs updating, lots of 
games missing? 

 

ShadowMoss Island Feedback 
 
Positive comments Negative comments 

Jumping off the waterfall was amazing, 
Looks great, really feels serene and peaceful, beautiful 
scenery, I want to play this as it is, looks amazing, loads 
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 great, ƭƻǾŜƭȅ ǘǊŜŜΩǎ ŀƴŘ ƭƛƎƘǘ ǘƘŜȅ ƭƻƻƪ 
beautiful, I like the cliffs they look real, the water is 
really cool. The waterfalls sounds real, caves are really 
nice 

No gameplay, needs a mission, needs story, lacking 
a normal game, needs a different player, glitches in 
some places, feel hard to walk up the mountain 
side, textures are blurry or messed up, caves need 
work. 

 

MindFlow Tool Feedback 
 
Positive comments Negative comments 

Really nice amount of references in one view, very easy 
ǘƻ ǳǎŜΣ ƛǘΩǎ ƻƴƭȅ ƛƴ ŀ ōǊƻǿǎŜǊ ǘƘŀǘΩǎ ŀǿŜǎƻƳŜΣ ƴƻ ŜȄǘǊŀ 
software needed, it works on my mobile and pc that is 
really cool,  

/ŀƴΩǘ ŀŘŘ ǘƻ ǘƘŜ ǾƛŜǿ ǿƛǘƘ Ƴȅ ƻǿƴ ƛƳŀƎŜǎΣ L ǿŀƴǘ 
to move things around, no sound or video, that 
would be really useful, I want to add my social 
media stuff and link to facebook. 

 
  

https://play.google.com/store/people/details?id=115940779753573475204
https://play.google.com/store/people/details?id=102374160888578519822
https://play.google.com/store/people/details?id=114524641630830013158
https://play.google.com/store/people/details?id=116382975107750941037
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Appendix E : VNED Framework V3 - Design Guidelines  

 Artefact References Design Guidelines/Recommendations 

A) Psychographic 
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1a)  Golvellius 
1a) Hidden underground entrances to other parts of the map, 
shouldn't be given but earned through exploration 

1b)  Kingôs Quest 3 
1b) Unexpected Geological rock formations can break up the 
visual monotony of a landscape and can draw the player towards 
them. 

1c)  CaveLord 
 

1c) Dynamic geological phenomena (i.e. rockfalls) can add sense 
of believability and immersion to a natural environment. 

1d)  Zelda: Wind Waker 
 

1d) Large land masses aren't as interesting to explore as many 
smaller archipelago type islands. The smaller landmasses are 
easier to mentally digest (location, features etc.) than a large solid 
landmass. 

1e)  Phantasy Star 
 Online,  
 Cavelord 

1e) Caves, especially underground caverns and canyons can form 
intriguing secondary areas hidden below the terrain. 

1f)          Oblivion 
1f) Rock types should vary (i.e. limestone) across environments 
and should reflect natural phenomena such as erosion, reflecting 
the natural passage of time 

2
. 

L
a
n

d
fo

rm
 

2a)  Kingôs Quest 5 2a) Cliffs 

2b)  
2b) Rock formations can form powerful natural signposts in a 
virtual environments 

2c)  Kyrandia 2, 
 Daggerfall, 
 Oblivion,  
 Skyrim 

2c) Hypsometry (the measurement of land elevation relative to sea 
level) can be extremely useful in creating more immersive 
environment i.e. allowing players vertical as well as horizontal 
movement. 

2d)  Kingôs Quest 5 
2d) Rock arches can be inviting thresholds for a player to cross 
and as such form useful ógateways óto guide the player. 

2e)  Half Life 2 

2e) Natural paths evoke far more interest and more engaging if 
they restrict movement types i.e. narrow paths on cliffs forcing 
players to walk are very useful in playing on instinctual fears of 
falling. 

2f)          Skyrim 
2f) Paths do not always have to lead somewhere and in fact dead-
ends are far more engaging and if used correctly can help players 
óearnô the correct route through trial and error 

3
. 

S
o

il
s

 

3a)  Kyrandia 2 
3a) Variation on ósoilô type can add create an interesting natural 
obstacle to overcome to i.e. virtual quicksand. 

3b) 
 

3b) Soil type could be used to alter player movement speed 
depending on the ósoil typeô as opposed to the standard 
movement speed applied to most games 

3c)  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 
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B) Cultural 
4
. 
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4a)   4a)  

4b)   4b)  

4c)   4c)  

4d)   4d)  

5
. 

S
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t 5a)  Morrowind/ 
 LoK2  

5a) Tree Cover/Flora can function as architecture i.e. mushrooms 
as tree cover or trees as bridges, this can be used to support 
narrative or design (i.e. reinforcement of the player being on an 
alien world) 

5b)  Morrowind, 
 Oblivion 

5b) Evidence of ancient settlements can add a layer of authenticity 
to a natural landscape. 

5c)   5c)  

5d)   5d)  

6
. 
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6a)   6a)   

6b)   6b)   

6c)   6c)   

6d)   6d)   

7
. 
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7a)   

7a) Natural landscapes should evidence the passage of time, 
whether that be through processes that are either natural (such as 
erosion/weathering) or through man made (such as prehistoric 
ritual and settlement sites - flint mines, burial mounds) 

7b)    

7c)    

 

NOTE:  

TIME-DEPTH: A strongly historic landscape with visible links to the past and sense of time-depth 

including prehistoric ritual and settlement sites - flint mines, burial mounds and visually dominant 

hillforts; abandoned field systems surviving as earthworks on the 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.gov.uk/wp-content/uploads/2015/03/ILCA-2005-Introduction.pdf  

 

 

 

 

http://www.southdowns.gov.uk/wp-content/uploads/2015/03/ILCA-2005-Introduction.pdf
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 Artefact References Design Guidelines/Recommendations 
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C) Surface Cover 
8
. 

T
re

e
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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 often be drawn to such óloneô instance 
and can draw in player attention and act as a distinct 
environmental landmark 

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 

9
. 

F
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a
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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) 

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

9d)  
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 
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10a)  Robin of the 
 Wood 

10a) Using a black sky can bring a natural environment to life 
through a colour balance 

10b)  Morrowind, 
 Crysis 
 Mickey  Mouse 

10b) Weather patterns can add a real depth to the natural 
environment, however this need to go beyond standard weather 
patterns (grey cloudy skies with rain, summer clear blue skies) to 
include unusual subtle occurrences (i.e. bright summer thundery 
shower) 

10c)  Daggerfall, 
 The Witcher 2  

10c) Weather patterns can range from obvious to subtle and do 
not have to follow physical world patterns or conventions unless 
desired. 

1
1
. C

li
m

a
te

 11a)  Oblivion 
11a) Climate can be used to either enforce expectations or break 
them dependant on narrative/design choices (i.e. snowy 
mountains) 

11b)   11b)   

11c)   11c)   

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)  

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 
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 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) Rivers and streams can be useful natural ópathsô leading 
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 
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F) Distinctive Features 
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 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 
unique. 

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 
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F) Psychological 
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 15a)  PSO:AOTI 

15a) Cultural associations can impact strongly on how 
environments are perceived.  

1) Landscape Preferences can range from 
geological/landform to tree cover. 

2) Affordance in the environment: Habitat preferences, 
shelter, water and defence can impact preferences for 
particular landscapes and areas. 

Paths should forms loops  and interconnecting allowing players to 
travel between landscapes in an environment 

15b)    

15c)    

15d)    
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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 

R
e

fle
ct

io
n 

Keywords 
Sensory: Agency  
Cultural Character: Settlement 

Comments 

Bullfrog's seminal 1989 classic Populous will forever be marked as a milestone in 
natural environment design and interactivity. The natural environment wasn't a 
ōŀŎƪŘǊƻǇ ǘƻ ǘƘŜ ƎŀƳŜΩǎ ƻǘƘŜǊ ƳŜŎƘŀƴƛŎǎΣ ƛǘ was the main mechanic.  
The concept behind populous one of the first 'god sims' (players would take on the 
role of a deity, influencing the lives of smaller AI 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  aiding or 
obstructing 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 revolution, it played in real-time, 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 crude and 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 singular non-combined events) is still remarkably 
high. One of the biggest criticisms    

P
ro

ce
ss
 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 game 
did not display additional overlay in part of screen space (could be stitched digitally) 

Process 
Adapted 

Used Dgen121/genecysst/Fusion3.63 emulators to run game, screenshot captured, 
screenshots stitched together manually in Photoshop 

I 
m

a
g

e 
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Game: The Legend of Kyrandia 1 

R
e

fle
ct

io
n 

Keywords Physiographic:Geology, Landform 

Comments 

Title: The Legend of Kyrandia Book One 

Platform: PC-DOS 

Developer: Westwood Studios, Publisher: Westwood Studios (1992) 
A relatively unknown game, The Legend of Kyrandia, a fantasy point and click 
adventure was known for its simple, intuitive interface, as well as introducing with 
world of Kyrandia. The game also presented the world as a self-contained island in 
which distinct landscapes (each forming a unique game-space) could be found. 

P
ro

ce
ss
 

Difficulties 

Old PC Game (compatibility issues running in Windows)  

Ripping images from old DOS games this weekend the legend of Kyrandia 1/2 I've 
tracked down the cps2bmp and pakext tools but LOK1 is being difficult arghhh! 
Colour palettes don't match up even with the /kyra1 switch ... I've written to 
terraesperz on vgmaps.com to see how he did it, hopefully he'll respond.... I've 
upscaled and corrected the images I have in PS cs3 and used the portraiture plugin 
to take the edge of the raw pixelation... Not sure if I'm happy with the end result ... 

-Stick with the 320x200 DOS look or correct with a hint of anti-aliasing 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 format 
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 files into 
usable images. 

I 
m

a
g

e 
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Game: The Elder Scrolls III: Morrowind 
R

e
fle

ct
io

n 

Keywords Natural: Geology, Environmental Conditions, Tree Cover, Flora & Fauna 

Comments 

Title: The Elder Scrolls III: Morrowind 

Platform: PC-Win 

Developer: Bethesda Game Studios, Publisher: Bethesda Softworks (2002) 

Bethesda's third instalment in the Elder Scrolls series, continued with the open 
world action role playing game genre following on from its predecessors, Daggerfall 
and Arena. Morrowind takes place on Vvardenfell, an island in the Dunmer province, 
located in the far northeasternpart of Tamriel, the fictional continent on which all 
the Elder Scrolls games take place. Vvardenfell was an island sub-continent within 
Tamriel.  

The island itself was largely dominated by the 'Red Mountain'; a giant active volcano 
located in the centre of the island, which constantly spewed out choking red fumes 
and smoke. The island's landscapes were varied ranging from rocky highlands, arid 
wastelands, to the swampy wet coastal regions, all filled with a variety of strange 
and unusual flora and fauna.  

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

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

On comparison with later 3D natural environments, the landscapes within 
Morrowind were shockingly empty and devoid of what one would expect in a 
natural environment. The environment consisted of nothing more than simplified 
terrain (which was limited to the generic soft undulating hills), with a few rounded 
rock formations and a basic level of tree cover, which consisted of a combination of 
normal tree types and strange xeno-trees (giant fungi inspired hybrids), with the 
odd small shrub, scattered; however there was very little beyond this. 

Morrowind was also noted for its dull green and brown colour palettes in its 
landscapes; some would argue that these gave the game an original and unique feel, 
others that it gave the game an "oppressively drab" look. Nonetheless the game was 
well received and a growing army of fans started to create modifications (these 
were additional assets such as models, textures etc. created for the game world). A 
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large percentage of these 'mods' were aimed at improving/adding to the 
environment. Typical 'mods' would often focus on character, in-game object or 
gameplay improvements and changes, however, the large number of landscape 
mods for Morrowind indicated that players were engaged with an aspect of the 
game not typically recognised as a main focal point of interest, and perhaps this was 
something that game designers should have recognised earlier, as a key unique 
selling point, and further developed the design around this. 

P
ro

ce
ss
 

Difficulties N/A (PC  game was easy to source) 

Breakthroughs 
Console commands to disable hud, change FOV(90), useAutogigapano to create 

panorama then Photoshop to fix colour/crop/resize. 

Process 
Adapted 

N/A 

I 
m

a
g

e 
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Appendix G:  LCA to VNED V1 Framework  

Landscape Character Assessment 
Component 

Natural Environment Games Design 
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 

 1. Personal space and territoriality  
2. Habitat Selection 
3. Affordance 
4. Greenbie's Placenessness  
5. Landscape Aesthetics 

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 
Upper Palaeozoic Caledonian 

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 
Gleyed SoilsBog/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 
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Appendix H : LCA to VNED Design Framework V2  

Area 
Perceptual Considerations (missing Smell & sound as too extensive) 

Sensory: Visual Psychological 
Sensory: Agency 

(tacit or otherwise) 
 
 

A) Physiographic Character 
 

1.  Aesthetics 
1. Colour 
2. Texture 
3. Pattern 
4. Form 

1. Psychological 
a) Memories 
b) Associations 
c) Preferences 

o Personal space and 
territoriality  

o Habitat Selection 
o Affordance 
o wŜƭǇƘΩǎ tƭŀŎŜƴŜǎǎƴŜǎǎ  
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 
c) Upstanding 
d) Sloping 
e) High Land 

   

3. Soils     
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a) Deep Soils 
b) Shallow Soils 
c) Impoverished Soils 
d) Gleyed Soils 
e) Bog/Fen Peat 

  Movement Speed/impact on health 

B) Cultural Character    

4. Land Use    

a) Urban 
b) Arable Farmland 
c) Pastoral Farmland 
d) Rough Land 
e) Woodland 

   

5. Settlement    

a) Urban 
b) Clustered 
c) Dispersed 
d) Coalfields 
e) Planned 
f) 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 I : List of Games Selected For Visual Analysis  

Selected Games-Embryonic Era (1980-1990) 

Game Title Platform Year of Publication 

Dig Dug PC 1982 

Forbidden Forest C64 1983 

YƛƴƎΩǎ vǳŜǎǘ м PC 1984 

YƛƴƎΩǎ vǳŜǎǘ н PC 1985 

Duck Hunt/ NES 1985 

Robin of the wood PC 1985 

YƛƴƎΩǎ vǳŜǎǘ о PC 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 

YƛƴƎΩǎ vǳŜǎǘ п PC 1988 

Golvellius  SMS 1988 

Quest for Glory PC 1989 

Populous MD 1989 

Psycho Fox SMS 1989 

Willow NES 1989 

Ghouls & Ghosts  MD 1989 

 
Selected Games - Transition Era: 1990-2000 

 

Game Title Platform Year of Publication 
YƛƴƎΩǎ vǳŜǎǘ р PC 1990 

Crystals Of Abor PC 1990 

Mickey Mouse: COI/  MD 1990 

Maupiti Island PC 1990 

Kings Bounty MD 1990 

Conquests of Longbow PC 1991 

Super Ghouls & Ghosts/ SNES 1991 

YƛƴƎΩǎ vǳŜǎǘ с PC 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 

Shannara/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: 2000-2010 

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 of Juarez 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 Environment Design 
Considerations/Notes 

Nature in the 
space 

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

Applicable 
Natural flow of a body of water  
ω ±ŜƎŜǘŀǘƛƻƴΣ ƛƴŎƭǳŘƛƴƎ ŦƻƻŘ ōŜŀǊƛƴƎ 
plants  
ω !ƴƛƳŀƭǎΣ ƛƴǎŜŎǘǎ  
ω Cƻǎǎƛƭǎ  
ω ¢ŜǊǊŀƛƴΣ ǎƻƛƭΣ ŜŀǊǘƘ  

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

Partially applicable (auditory) 
Fragrant herbs and flowers  
ω {ƻƴƎōƛǊŘǎ  
ω {ƻǳƴŘ ƻŦ CƭƻǿƛƴƎ ǿŀǘŜǊ  
ω ²ŜŀǘƘŜr (rain, wind, hail)  
ω {ǳƴ ǇŀǘŎƘŜǎ  

3. Non-Rhythmic Sensory Stimuli. 
Stochastic and ephemeral connections with 
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 Water. A condition that 
enhances the experience of a place through 
seeing, hearing or touching water. 

Applicable and relevant  
Naturally Occurring  
River, stream, ocean, pond, wetland  
Visual access to rainfall and flows  

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

Applicable and relevant 
Daylight from multiple angles  
Direct sunlight  
Diurnal and seasonal light  
Firelight  
Moonlight and star light  
Bioluminescence  

7. Connection with Natural Systems. 
Awareness of natural processes, especially 
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 water 
flows and resources; flooding, drought; 
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 stages, 
eclipses, planetary alignments, 
astronomical events)  

  

Natural 
Analogues 

Biomorphic Forms & Patterns. Symbolic 
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 & Order. Rich 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 (high-
back chair, overhead trellis)  
Partial refuge: Several 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.  

Applicable 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 of control  
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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 in high regard and a 
personal selection based on landscapes I 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 of this 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: 

¶ Seminal games in terms of virtual natural environment 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. 

¶ Personal experience of interacting with specific games. My reflections as 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. 

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

Environmental Interaction 
(terrain) 

Environmental Aesthetics 
(archetypes) 

Environmental Construction(design planning & 
implementation) 

Populous 
Worms 

YƛƴƎΩǎ vǳŜǎǘ р 
YƛƴƎΩs Bounty 

Oblivion 
Crysis 

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

 

The structure for the artefacts review is based around two areas 1) Introduction & Background and 2) 
Reflective Analysis & Observation 

 

2.0 Review 1: Populous 
 
2.1 Introduction & Background 
.ǳƭƭŦǊƻƎΩǎ ǎŜƳƛƴŀƭ мфуф ŎƭŀǎǎƛŎ Populous will forever be marked as a milestone in natural environment design 
ŀƴŘ ƛƴǘŜǊŀŎǘƛǾƛǘȅΦ ¢ƘŜ ƴŀǘǳǊŀƭ ŜƴǾƛǊƻƴƳŜƴǘ ǿŀǎƴϥǘ ŀ ōŀŎƪŘǊƻǇ ǘƻ ǘƘŜ ƎŀƳŜΩǎ ƻǘƘŜǊ ƳŜŎƘŀƴƛŎǎΣ ƛǘ was the main 
mechanic.  
The concept behind populous one of the first 'god sims' (players would take on the role of a deity, influencing 
the lives of smaller AI 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  aiding or obstructing 
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 revolution, it played in real-time, 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 crude and 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 singular non-combined 
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 environmental interaction in real-time 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/environment, populous gave the player abilities in both creating and destroying the world 
(although some of the in-game powers such as  volcano/swamp lean the design over to favouring 
destruction) 

3. The game is essentially an abstract toolset linking manipulation to the real-time /terrain changes 
4. ¢ƘŜ ƎŀƳŜ ƛǎ ŀǊƎǳŀōƭȅ ǘƘŜ ŦƛǊǎǘ ǘŜǊǊŀƛƴ ŘŜŦƻǊƳŀǘƛƻƴ ƎŀƳŜΣ ŀƴŘ ǎŀŘƭȅ ŀ ƳƻŘŜǊƴ Řŀȅ ŜǉǳƛǾŀƭŜƴǘ ŘƻŜǎƴΩǘ ŜȄƛǎǘ 

(although tech is Fracture gameplay selling point 
5. tƻǇǳƭƻǳǎ ǿŀǎ ǘƘŜ ŦƛǊǎǘ ƎŀƳŜ ǘƻ ΨǿŜŀǇƻƴƛȊŜΩ ǘƘŜ ŜƴǾƛǊƻƴƳŜƴǘ ƛΦŜΦ use of natural environment phenomena 

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 part of a game? 
7. ¢ŜǊǊŀƛƴ ŘŜŦƻǊƳŀǘƛƻƴ ƛǎƴΩǘ ŜƴƻǳƎƘΣ Ƴǳǎǘ ƘŀǾŜ ǊŜǎǳƭǘƛƴƎ ƛƳǇŀŎǘ όƛΦŜΦ ǎŜǘǘƭŜƳŜƴǘ ŎƘŀƴƎŜǎύ 
8. The game design behind Populous, features layers reflected in landscape character assessment (geology-

>settlement type) 
9. The aesthetics are surprisingly strong for the time; real-time 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 from actual gameplay, one is unable to seperater the ground 
ŦǊƻƳ ǘƘŜ ǘŜǊǊŀƛƴ ƛΦŜΦ ŎŀƴΩǘ ŜȄǘǊŀŎǘ ǘƘŜ ƎǊƻǳƴŘ ǘƻ ŎǊŜŀǘŜ ŦƭƻŀǘƛƴƎ ΨŎƘǳƴƪǎΩ ƻŦ ǘŜǊǊŀƛƴ 

12. The game focuses on meaningful interaction as opposed to free interaction, i.e Agency in allowing only 
manipulation of ǘƘŜ ǘŜǊǊŀƛƴΣ ŀƴŘ ƴƻǘ ǿŀǘŜǊκǎƪȅκǿŜŀǘƘŜǊ ŜŦŦŜŎǘǎ ŜǘŎΧΦ 

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 world to 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 population increases more slowly 

 

3.0 Review 2: Worms 
 
3.1 Introduction & 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 
ΨǿƻǊƳǎΩ ōȅ ǘǊŀǾŜǊǎƛƴƎ along the 2D terrain using 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 as players often used this in a variety of ways to 
kill opposing players, including shaping complex tunnels to  both hide and kill players from underneath, or 
ǎƛƳǇƭȅ ǊŜƳƻǾƛƴƎ ǘƘŜ ǘŜǊǊŀƛƴ ǘƻ ǎǳŎƘ ŀ Ǉƻƛƴǘ ǘƘŀǘ ŀƴ ƻǇǇƻǎƛƴƎ ǇƭŀȅŜǊǎ ǿƻǊƳ ǿƻǳƭŘ ǎƛƳǇƭȅ Ŧŀƭƭ ΨǘƘǊƻǳƎƘΩ the 
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 

¶ The "Worms" series features terrain which can be completely obliterated. 

¶ 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 features tƘŜ Ψŀƴǘ ŦŀǊƳΩ н5 ǾƛŜǿ ƻŦ ǘƘŜ ǘŜǊǊŀƛƴΦ ¢Ƙƛǎ ǿƻǊƪǎ ǿŜƭƭ ƛƴ н5 ƻōǾƛƻǳǎƭȅ ŎŀǳǎŜǎ ƛǎǎǳŜǎ ƛƴ 
3D (later game demonstrate this) 
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¶ The pixel perfect terrain destruction where any part of the terrian can be destroyed , is not limited to just 
vertex/predefined sections of terrain destruction-> leads to emergent gameplay and thinking (safety 
ōǳƴƪŜǊǎ ŜǘŎΧΣ ŘƛƎƎƛƴƎ Řƻǿƴ ŜǘŎΧύ ŜȄǇŜǊƛŜƴŎŜ 

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

¶ ¢ƘŜǊŜ ƛǎ ƭƛƳƛǘŜŘ ƛƴǘŜǊŀŎǘƛƻƴ ƻƛƴ ŜƴǾƛǊƻƴƳŜƴǘΣ ōƻǳƭŘŜǊǎΣ ǘǊŜŜΩǎΣ ƎǊƻǳƴŘΣ ǎƻƛƭ ŀƭƭ ƘŀŘ ǎŀƳŜ ǊŜǎƛǎǘŀƴŎŜ ǘƻ 
explosions and acted in the same manner, possibly a design choice since introducing material types and 
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 a fir tree 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 
YƛƴƎΩǎ vǳŜǎǘ р ƛƭƭǳǎǘǊŀǘŜŘ ǘƘŜ emergence and shift in game environments to intricate natural landscape matte 
painting rather than the pure digital pixel environments of the embryonic era. From the precarious grassy cliff 
ǾŜǊƎŜΣ ǘƻ ǘƘŜ Ƴǳǎǘȅ ŜƴǘŀƴƎƭŜŘ ŦƻǊŜǎǘǎΣ ǘƘŜ ƭŀƴŘǎŎŀǇŜǎ ƛƴ YƛƴƎΩǎ vǳest 5 illustrated both a leap in the graphics 
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 archetypal; 
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. 
Navigating the 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 the player'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 the landscape 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 are afforded the luxury of essentially limitless virtual space in comparison to 
ǘƘŜ ŜŀǊƭȅ ƎŀƳŜǎ ǎǳŎƘ ŀǎ YƛƴƎΩǎ vǳŜǎǘ ǿƘƛŎƘ ǳǘƛƭƛȊŜŘ ŜŀŎƘ ǎŎǊŜŜƴ ŀǎ ŀ ŎŀǊŜŦǳƭƭȅ ŘŜǎƛƎƴŜŘ ƴŀǘǳǊŀƭ ŜƴǾƛǊƻƴƳŜƴǘ 
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space (i.e. as a series of distinct landscapes). Each view was both an aesthetically 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 design and gameplay, 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 
however that 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 
 

¶ Each scene in the game is carefully composed, and reinforces the narrative, it is a controlled designed 
space. 

¶ /ŜǊǘŀƛƴ ƭŀƴŘǎŎŀǇŜκǘŜǊǊŀƛƴ ŦŜŀǘǳǊŜǎ όŀǊŎƘŜǘȅǇŜǎΚύ ŀǊŜ ǇǊŜǎŜƴǘ ǘƘŀǘ ŘƻƴΩǘ ŀǇǇŜŀǊ ƛƴ ƳƻŘŜǊƴ Řŀȅ ŜǉǳƛǾŀƭŜƴǘ 
game (result of weak tech informing design then becoming base game design and built upon?  

¶ 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. Crysis ǳǎŜŘ ǾƻȄŜƭ ōǊǳǎƘŜŘ ŦƻǊ ŎǳǎǘƻƳ ǘŜǊǊŀƛƴ ƻōƧŜŎǘǎΣ ǇŜǊƘŀǇǎ ŀ ōŜǘǘŜǊ ŀǇǇǊƻŀŎƘΣ ƳŀȅōŜ ǿƘŀǘΩǎ ƴŜŜŘŜŘ ƛǎ 
custom library of terrain brushes?(i.e. rock formation brushes) 

2. The game featured carefully arranged elements of 3 landscape character assessments types: 
geology(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 environments 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 as framing/rule of two thirds etc 
 

5.0 Review 4: Kings Bounty 
 
5.1 Introduction & Background 
The Megadrive game arrived as a gift from the USA, in the trademarked oddly shaped, EA cartridge. Ten 
minutes before I was due to leave for school, curiosity  took hold (...yeah I'll try it for 5 minutes) resulting in a 
feigned illness in order to 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 I picked up the manual which I continued to read from cover to cover over the years, 
this wondrous new world was a free roaming environment in a similar vein to Golvellius, a turn-based strategy 
game in which a wandering hero who was free to roam a vast uncharted world(in this case several continents). 
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 allow further exploration of new hostile lands, to the wonderfully apt named 
places such as Forestria, Archipelagia or Saharia accessing different continents not allowed for progression but 
in turn access to better troops and equipment. 
King's Bounty served as a beacon 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 free-roaming discovery started, the game triggered a response, 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 constantly making reference to the clichéd 
legends speaking of ' distant lands'. The difference between The Forest of Doom (an 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 in-game experience was a potent one. 
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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. KingsBounty featured 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 
ΨƳŀǇǎΩ ǘƻ  ŀŘŘƛǘƛƻƴŀƭ ƭƻǎǘ ŎƻƴǘƛƴŜƴts 

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 of hiking, 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 creatures, knowledge 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. 

7. The game featured a strange isometric view. 
8. Kings Bounty used an interesting range of  archetypal 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 the Elder Scrolls series 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 of plants and meteorology. 
Todd Howard executive producer for Oblivion ƛƴ ŀƴ ƛƴǘŜǊǾƛŜǿ ǎǳƳƳŜŘ ǘƘƛǎ ǳǇΥ άThe team at Bethesda actually 
consulted the University of Maryland geological lab in order to generate accurate algorithms for producing 
realistic environments. This also means that the forests in Oblivion are randomly generated meaning no two 
ŀǊŜŀǎ ǿƛƭƭ ōŜ ŀƭƛƪŜέΦ 
Lessons from Bethesda's earlier Elder Scrolls game Morrowind were also learned, from the feedback on the 
unrealistic smoothed over hand-crafted hills of Morrowind. The driver in Oblivion's landscape design was 
efficiency, the vast landscape of Oblivion could not be crafted by hand as this was far too time consuming (and 
therefore expensive). Oblivion's programmers therefore developed custom erosion algorithms into terrain 
generation, allowing a range of natural terrain from sharp craggy mountain vistas to softer undulating hills.  
 
Oblivion demonstrates two important aspects 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 environment). 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 size of the 
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 can imagine natural environment production being shared more 
across the several disciplines .  
Bethesda's fourth game in the Elder Scrolls series was a pivotal turning point in natural environment design. 
 
6.2 Reflective Analysis & Observation 
 

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

2. wŜŦŜǊŜƴŎŜǎ ǇǊƻŎŜǎǎΥ ǳǎƛƴƎ ǇƛŎǎκǘǊŀǾŜƭ ŜǘŎΧǾŜǊȅ ŜȄƘŀǳǎǘƛǾŜΣ ŀƴŘ ǘƛƳŜ ŎƻƴǎǳƳƛƴƎΣ ōŜǘǘŜǊ ǘƻ ǊŜŦŜǊ ǘƻ ŀ 
Landscape design book? And beyond the reference mage, what about reference emotional vids to capture 
ǘƘŜ ǎǇƛǊƛǘκŜƳƻǘƛƻƴǎ ŎƻƴƴŜŎǘŜŘ ǿƛǘƘ ŀ ǎǇŀŎŜΧΦΦǘǊŀƴǎƭŀǘŜ ǘƘŀǘ ŦǊƻƳ ǇƭŀŎŜ ǘƻ ŀ о5 ŜƴǾƛǊƻƴƳŜƴǘǎΣ ǇŜǊƘŀǇǎ 
scale and physical representation is important but non tangible qualities connected with a certain physical 
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 the natural environment 

4. .ŜǘƘŜǎŘŀ ŘŜǾŜƭƻǇŜŘ ǇǊƻǇǊƛŜǘŀǊȅ ŜǊƻǎƛƻƴ ŀƭƎƻǊƛǘƘƳǎ ǘƻ ǎƛƳǳƭŀǘŜ ƴŀǘǳǊŜΩǎ ǿŜŀǊ ŀƴŘ ǘŜŀǊ ƻƴ ǘƘŜ 
environments, as well as using procedural algorithms to place forest so no two are alike (since human 
placement is flawed and subject to bias based on number of factors)  why did they do this? How successful 
was it? 

5. .ŜǘƘŜǎŘŀΩǎ ŀǘǘŜƳǇǘǎ ǘƻ ƳƻǾŜ ōŜȅƻƴŘ ǎƛƳǇƭŜ ŀŜǎǘƘŜǘƛŎ ǊŜŦŜǊŜƴŎŜǎ ǘƻ ǳǎƛƴƎ ŀƴ ŜǎǘŀōƭƛǎƘŜŘ ōƻŘȅ ƻŦ 
knowledge to better inform the virtual landscape design of Oblivion was a pivotal point in VNE design   

6. The game made use of speedtree for procedural tree generation removing human interpretation of 
ŎǊŜŀǘƛƴƎ ǘƘŜ ǿƻǊƭŘΩǎ ŦƭƻǊŀ ΣΦ  ǿƘȅ ŘƛŘ ǘƘŜȅ Řƻ ǘƘƛǎΚ Iƻǿ ǎǳŎŎŜǎǎŦǳƭ ǿŀǎ ƛǘΚ 

7. An Interesting continuation from the earlier TES game, Morrowind,  was that  players would actively 
purpose choosing/find/decorate their  virtual homes, this was minor part of that game expanded in the 
original (realisation of emergent gameplay, co-opted into formal gameplay mechanism i.e. haunted 
Benirus Manor 

8. The Oblivion Real Estate 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 than to have a customized home within the 
virtual landscape 

a. http://ljosa.proboards.com/index.cgi ORE FOrum 
b. http://ljosa.proboards.com/index.cgi?action=display&board=general&thread=3364  

9. IƻƳŜǎ ǾŀǊȅ ŦǊƻƳ ƘƻǳǎŜǎΣ ǎƘŀŎƪǎΣ ŎŀǎǘƭŜΣ ǘǊŜŜ ŘǿŜƭƭƛƴƎǎΣ ŎŀǾŜǎΣ ƭŀƛǊǎΣ ǳƴŘŜǊǿŀǘŜǊΣ ƻƴ ƭŀƴŘΣ ƛƴ ǘƘŜ ǎƪȅΧΦǾŀǎǘ 
array of different homes developed for different habitat needs. Why is this? 

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

 
.ŀǎŜŘ ƻƴ Ƴȅ ƻǿƴ ŜȄǇŜǊƛŜƴŎŜόǎύΦΦΦΦΦIƻƳŜǎ ƎƛǾŜ ƳŜ ŀ ǎŜƴǎŜ ƻŦ ǇƭŀŎŜΣ ŀ ǎŜƴǎŜ ƻŦ Ƴȅ ƻǿƴ ǎǇŀŎŜ ƛƴ ǎƻƳŜƻƴŜ ŜƭǎŜΩǎ 
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. I want that log 
cabin on the mountain with a distant view, with a stream running behind it, and closed off by a large dense 
ǿƻƻŘƭŀƴŘ ōŜƘƛƴŘ ǘƘƛǎΦΦΦΦ ƻǊ ǎƻƳŜǘƛƳŜǎ ǘƘŜ ŎŀǾŜ ǘƘŀǘΩǎ ŘŜŜǇ ǳƴŘŜǊƎǊƻǳƴŘ ŀƭƳƻǎǘ ƛƴŀŎŎŜǎǎƛōƭŜΦΦΦΦ  ƻǊ ǘƘŜ ƭŀǊƎŜ 
royal mansion that's haunted and has 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) I foten visit 
my own to dump all my new items, before I 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 your home, it's 
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 when you 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 defence/nearby 
water/accessibility important etc... 
 
 
 

http://ljosa.proboards.com/index.cgi
http://ljosa.proboards.com/index.cgi?action=display&board=general&thread=3364
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wŜǎǇƻƴǎŜ мΥ ¦ǎŜǊ tƘŀŘǊŀΩǎ  
*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 sleep - having your own bed is nicer than having to rent a room in an inn. 
*A place to call your own - its 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 your 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 city, the forest, mountains, or the middle-of-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/bedrooms - many 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 people desire 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 common interest in such a moddable, extremely 
replayable game. 
 
It also needs to be said, many of us have not one home installed, but many. I roleplay my characters, they have 
a varied selection of homes to choose from. They can move from one home to another or own visit 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, a futuristic 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 marked Crysis as 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 of technical constraints. Rendering 
such a large number of plants would often cause inevitable slowdown leading to unplayable frame rates, 
however the technology behind Crysis allowed for an unprecedented level of flora, whilst still maintaining 
acceptable frame rates.  
Crysis was 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 small stretches 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, birds chirping 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 and mark Crysis 
as pivotal game in virtual natural design. 
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Appendix L : EternalKnight Landscape Region Description  

Region Name 
Region 
Colour 

Description 

Vailmourne  
Blue Frozen northern wasteland, sheets of glacier ice, snow 

mounds, and snow buried ruins, Pines and everƎǊŜŜƴΩǎ ƎǊƻǿ 
covered in snow. 

 
¢ǳƴŘŀǊƛŎ ²ŀǎǘŜΩǎ 

Light Grey Semi permafrost tundra, low sparse shrubs, hardy vegetation, 
little or no tree life.  

5ŜŀǘƘōǊƻƻƪΩǎ 
Dark Brown Scorched earth, large crevasses running through, dry cracked 

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

Asahria Plains 
Red IƻǘΣ ŘǊȅ ŀǊƛŘ aŜŘƛǘŜǊǊŀƴŜŀƴ ŘŜǎŜǊǘΣ ǎŀƴŘ ŘǳƴŜǎΣ ǇŀƭƳ ǘǊŜŜΩǎ, 

barren, buried sand ruins, endless curvy sands dunes, 
featureless, Oases with springs and worn sandstone caverns.  

5ŜŀŘƳƻƻǊΩǎ 
Grey Undead wasteland, dark green/grey grasses highland moors, 

lifeless dead trees, filled with graves/crosses, crypts and 
remnants of battle long ago. 

Dredgemarshes  

Dark Green Swampy mangrove bog land covered with cesspools filled with 
rotting vegetation, lichens and moss. The ground is full of dips 
and boggy pits, mossy soil and leafy green/ yellow grass grows 
patchily with moss-covered trees. 

OldPine Forest 
Green Lush green, rich evergreen forest, thick with pines and lush 

green trees. Ground is thick with ferns/grasses of all types, 
brown decaying detritus fills the forest floor 

¢ƘŜ IŀǾŜƴΩǎ 
Dark Purple Cultivated light brown soils, cobbled stone streets, farmed & 

populated agricultural rural area. 

Rainbow Reefs 
Light Purple Multicoloured natural coral reefs, filled with corals/seaweed 

of varying colours, rich & vibrant in sea life, basking in the 
shallow blue temperate waters. 

Pine Ridge 
Light Brown Logging area, thin grasses grow around the fallen pines, 

sawdust and logs of different shapes lie strewn all over, tree 
stumps, iron blades are left lying about. 

Ghost Isles 
Mid Green Small tropical cliff isles scattered in one area, small light 

sandy/soil caverns, lots of low-level vegetation & fauna, a few 
ancient ghostly caverns. 

OgreBane Isle 
Orange Rustic tropical beach, darker sands filled with clams/shells, 

unkempt low/high level flora & fauna. Humid temperate 

Serenia Beach 
Yellow Sandy beach, tropical climate, clean white/golden sands, lots 

ƻŦ ǾŀǊƛŀǘƛƻƴ ƛƴ ǇŀƭƳκŎƻŎƻƴǳǘ ǘǊŜŜΩǎΣ ǘŀƭƭ ƭǳǎƘ ŎǳƭǘƛǾŀǘŜŘ 
reeds/grasses growing out of the white chalky cliffs. 
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Appendix M: ShadowMoss Island Production Report 2  

Moel Siabod Field Trip Report 12/04/2011 

Description/ Pre-Project Reflection (Reflection For Action) 

1. Identification of 
event/incident. 

Moel Siabod Field Trip, the ascent took place from 8am to 
12pm the decent from 1pm to 5pm 

2. Factual 
description/account of what 
you did/what happened (what, 
who, why, when, 

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, how ς 
methodology/methods, 
context). 

Moel Siabod (translated from Welsh it mean 'Shapely Hill') is a 
mountain in Snowdonia , which lies near the villages of Capel 
Curig & Betws Y Coed,  
Notes and images were takendigitally via n iphone(to be 
transcribed later) and images via DSLR. 

3. the declaration of 
intentions and expectations 
/Assumptions  
 

The overall aim was to explore Ruskin's manifesto 'Go to 
Nature' and to collect/collate knowledge, feelings and thoughts 
to be used to create a more authentic virtual environment.  
 
ΧΦǎƘƻǳƭŘ Ǝƻ ǘƻ bŀǘǳǊŜ ƛƴ ŀƭƭ ǎƛƴƎƭŜƴŜǎǎ ƻŦ ƘŜŀǊǘΣ ŀƴŘ ǿŀƭƪ ǿƛǘƘ 
her laboriously and trustingly, having no other thoughts but 
how best to penetrate her meaning, and remembering her 
instruction; rejecting nothing, selecting nothing, and scorning 
nothing . . . and rejoicing always in the truth" (3.624). 
 
¢ƘŜ ƛƴǘŜƴǘƛƻƴ ǿŀǎ ǎŜŜ ƛŦ ǘƘƛǎ ƳƻǊŜ ΨŀǳǘƘŜƴǘƛŎΩ ŀǇǇǊƻŀŎƘ ŎƻǳƭŘ 
shed new light on virtual natural environment design,  if I was 
to truly accept this I would have to accept nature in full; and as 
ǎǳŎƘ L ŎƻǳƭŘ ƴƻǘ ΨƻōǎŜǊǾŜ ŦǊƻƳ ǘƘŜ ƻǳǘǎƛŘŜΩ ŀǘǘŜƳǇǘƛƴƎ ǘƻ 
discern how the landscape was contructed and its 
physical/emotional impact on me, I would literally have to 'walk 
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 the 
formation of vivid images. - Greenbie, 1981 
 
Given the finding of my past personal & professional 
practice(via reflection on foundation practice) that revealed a 
mix of virtual spaces that were both memorable and easily 
forgotten, I wanted to explore what this would feel like to 
experience Placenessness and placeness, and what particular 
aspects  in each could be transferred to  emulated to the virtual 
domain 
1. To observe natural geological forms in situ (aesthetic 

geometry etc.,,.) 



Virtual Landscapes ð Appendices ðUmran Ali  

41 

2. To experience nature and the landscape in a non-mediated 
manner (i.e direct contact) 

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

 
Expectations & assumptions: 

¶ I will be able to gather meaningful insight into VNE design, 
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 

¶ Ascent should be more difficult than the decent. 

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

1. What if . . . ? 
(projection, speculation); 
 

What is I am unable to draw out any useful observations, how 
will this impact the second stage of creating a more authentic  
virtual environment.  

2. The pros and cons of 
projections; 

 

 

In-Action reflection 

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

2. There is a huge separation between being an observer (virtual domain) vs being a participator or being 
'on the ground'  in terms of focus: in the virtual domain the focus can be on several things but on the 
real landscape it's most certainly on your landscape steps, the journey your next millstone. there is very 
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 complex 
considering a range of factors had to be taken into account:  

¶ my  level of fatigue/energy,  

¶ weather conditions,  

¶ risk/danger level 

¶ time of day/remaining 
There  is great deal of physical testing(literally testing ground) for different soil types since this could mean 
misplacing a foot in 2ft deep marshy soil and lots of backtracking due to dead ends or obstacles that open 
prior assessment seemed passable, which would then have to be bypassed.  

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

5. There is a definite sense of fear on viewing milestones and summits, they seem so far away and 
progress is so slow especially when you're tired, it's shocking to realise that how unrealistic games are, 
exploring natural spaces is so effortless, one simply moves the controller/keyboard to move there is no 
ΨǊŜǎƛǎǘŀƴŎŜΩ ǘƻ ƳƻǾŜƳŜƴǘ ǿƘƛŎƘ ƛƴ ǘƘŜ ǇƘȅǎƛŎŀƭ ǿƻǊƭŘ ǘƘŜǊŜ ƛǎ ƴƻǘƘƛƴƎ ōǳǘ ǊŜǎƛǎǘŀƴŎŜ ǘƻ ȅƻǳǊ ƳƻǾŜƳŜƴǘ 
όǿƛƴŘΣ ǊŀƛƴΣ ǘŜǊǊŀƛƴΣ ǿŀǘŜǊ ŜǘŎΦΦΦΦύ ǾŜǊȅ ǊŀǊŜƭȅ Řƻ ȅƻǳ ŦŜŜƭ ǘƘŜ ΨǿƛƴŘ ƻƴ ȅƻǳǊ ōŀŎƪΩ 

6. The landscape is all interconnected, there are no discrete 'sections', I'm so used to moving from distinct 
area to area in virtual spaces that it's hard to remember that nature is not confined by anything, it's 
amazing to see how a rumbling of water underground suddenly opens up into a stream further along 
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 decent, I 
expected the reverse, but one forgets that adrenaline is pumping on the ascent and your movement 
ǊŜǎǘǊƛŎǘŜŘ ōȅ ǘƘŜ ƭŀƴŘǎŎŀǇŜΣ ǿƘŜǊŜŀǎ ŘǳǊƛƴƎ ŀƴ ŀǎŎŜƴǘ ȅƻǳ ŀǊŜ ƻŦǘŜƴ ŜȄƘŀǳǎǘŜŘ ŀƴŘ ƛǘΩǎ ǾŜǊȅ Ŝŀǎȅ ǘƻ 
build pace on a rapid decent and injure yourself. 
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Another observation is our feet operate almost as as hands whilst walking over natural terrain, each 
individual foot is carefully placed for maximum grip or to aid in conquering obstacles, the different parts of 
ǘƘŜ ŦƻƻǘΣ ŀƴƎƭŜΣ ǇǊŜǎǎǳǊŜΣ ǇƭŀŎŜƳŜƴǘΣ ŘǳǊŀǘƛƻƴ ŜǘŎΧƛƴ ǘƘŜ ǾƛǊǘǳŀƭ ǿƻǊƭŘ ǘƘƛǎ ƛǎ all fixed and there is no control 
or input over the intricate calculation of all these variables that in a split second is calculated and executed.  

8. Ruskin was right, there is something unique, magical about nature, this is a personal relationship, not 
one that can ever be mediated, the smell of the air is surprisingly as it's tinged with so many different 
elements(wet moss, flowers/pollen), other walkers scent, the temperature varies depending on terrain 
features, flowing water can rapidly cool the local environment, the spray from a flowing river can be 
both  refreshing and unwelcome depending on your physical condition.  

The natural environment is invigorating, one can feel the energy and power of nature flowing through you at 
times and you feel connected to the land, almost as if you were a tree drawing nutrients from the ground, at 
times it reverses and you feel that the land is drawing your life into it. 

9. Greenbie described placenessness well; there are moments, parts of the landscape so nondescript that I 
do struggle when observing to feel moved or evoked they are barren, empty and difficult to engage 
with, it is easy to lose your bearing and be convinced you are walking in circles, we rely so much on 
ǿŀȅǇƻƛƴǘǎ ƻǊ ΨƎŜƻƳƻǊǇƘǎƛǘŜǎΩ ǘƻ Ŏƻƴǎǘŀƴǘƭȅ ǊŜǇƻǎƛǘƛƻƴ ƻǳǊ ƳŜƴǘŀƭ ƭŀƴŘǎŎŀǇŜ ƳŀǇ ƛƴ ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ 
physical landscape around us. 

There are also places of meaning, whether it be an old stump or a cliff face with an unusual cave entrance or 
a strange rocky path, these waypoints serve as mental markers.  

 

Evaluation/Post Project 
Reflection 

Notes 

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 such 
as self accomplishment , and   

3. What did you learn? 
²Ƙŀǘ ŘƛŘƴΩǘ ȅƻǳ ƭŜŀǊƴΚ 

¶ LŘŜŀ ǘƘŀǘ Ǿƛǎǘŀϥǎ ƻǊ ǇǊƻƎǊŜǎǎƛƻƴ ƘŀŘ ǘƻ ōŜ ΨŜŀǊƴŜŘΩ ǘƻ ōŜ Ŧǳƭƭȅ 
appreciated, finding a place to rest after an ardous walk felt like a 
reward. 

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

¶ Dead-ends can function as a useful refuge, or place to sit, idea of 
shelter, (Lone tree example) 

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

¶ The Inter-connected nature of the natural environment, holes with 
flowing water, disappear and reappear, you can hear gurgling of water 
running underneath,  feeling of adventure of wonder, fear and intrigue 
when seeing a cave, where does it lead to ? 

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

4. How did you feel about 
it? 

The project was an exteremely useful idea and one that has provided 
exactly the kind of reflection I required in order to analyse and draw out 
data required to build a more authentic environment. It was physically 
taxing however and on reflection shorter trips would have been more 
useful. 

5. What sources of 
information did you find? 
How valuable were they? 

Data on geology, flora density as well as  

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 landscapes in 
the virtual domain, one is able to explore hundreds of square kilometers in 
hours and days, this is impossible in the physical realm, and it felt at times 
my body was not able to catch up with my mind desire to traverse more 
rapidly, was my mind accustomed to exploring these vast spaces so much 
ǎƻ ǘƘŀǘ ƛǘ ƘŀŘ ƻǳǘ ƎǊƻǿƴ Ƴȅ ǇƘȅǎƛŎŀƭ ōƻŘȅΩǎ ŀōƛƭƛǘȅ ǘƻ ƪŜŜǇ ǇŀŎŜ ǿƛǘƘ Ƴȅ 
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 , I sat on a 
ledge that had perhaps not been visited for a long period of time, this was 
something I had earnt, almost like the landscape ad welcomed me and 
ǇǊƻǾƛŘŜŘ ŀ ǎǘƻƴŜ ΨǘƘǊƻƴŜΩ ŦƻǊ ƳŜ to enjoy the landscapes below Moel 
Siobod. 

9. What would you have 
done differently? 

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

¶ LƴŘƛǾƛŘǳŀƭ ŀǊŜŀǎ όƎŜƻƭƻƎȅΣ ŦƭƻǊŀΣ Ŧŀǳƴŀύ ŜǘŎΧ ǎƘƻǳƭŘ ƘŀǾŜ ōŜŜƴ ǘƘŜ 
focus of smaller trips, perhaps modelled on the Landscape character 
assessment qualities. 

¶ Greater selection of natural landscapes (across different environment 
types) 

¶ Collection reflection? 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 be physically taxing and this sometimes hampers 
ǳǎŜŦǳƭ ǊŜŦƭŜŎǘƛƻƴΣ ōǊƛƴƎ ŀǳŘƛƻ ŜǉǳƛǇƳŜƴǘ ŀǎ ŎŀǇǘǳǊƛƴƎ Ψƛƴ ŀŎǘƛƻƴΩ 
thoughts is much easier and very difficult using other 
means(pen/paper) 

2) Take shorter tips focusing on different elements that you would like to 
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 óVirtual Landscapesô (my 3 volume book on natural environments in games over the last 30 

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 geocontrol2, generated an island terrain, imported into sandbox, not really happy, yes itô 

looks good (natural eroded cliffs etc..) but there is very little in the way of interesting geology to look 

and exploreé. 

b) I 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 boring plateauôs , this is ONE ENVIRONMENT WITH 
many LANDSCAPES! itôs boring and very very limited in terms of what actually exists out 
there, I resorted to a 1024×1024 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 4096×4096 or bigger preview) save this as the base 

template. 
 

7) This is 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..), I tried grass, but this does not work 
with a grass type texture itôs way to detailed to form an aerial shot(my next task was to source 
an aerial shot of a grassy island that I could use as the grass layeré)  
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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 I 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, treeôs) 
5) Water(rivers, lakes etcé) 
6) Weather and Atmospheric effects 
7) Tweaking and playtestingé. 

  

 

Phase 2 

Introducing my new map, óShadowMoss Islandô in part of my PhD research on Natural Environment 

Design in Gamesé.. Emphasis is on the design of the natural environment using geology, 

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

frameworké. 

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

then importing back into geocontrol/worldmachine to create the surface colour textureé..then adding 

aerial photo data to the hi-res terrain textureé.. I really wanted an environment that reflected the 

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 

explore the environment for alternative/interesting routesé. 

The whole island was kept small for a reason, as I 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 

quality, the initial core are is normally great but the rest gets ignoredé. 

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 allowing free open useé. 

todo:, finish off terrain, add rocks/veg layer, waterfalls/rivers, atmospherics(fog, wind etcé) 

todo:, finish off terrain, add rocks/veg layer, waterfalls/rivers, atmospherics(fog, wind etcé) 
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