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Level Overview 
 
>>Environment Narrative 
 
     The crater marks its distant passing, but time has begun to wear away its shattered walls.  The 
Amanthieran vessel lies half-buried in depression’s base, a paltry resting place for the once 
celebrated ship.  Her tall spires and proud arches lie in shards and ruins at her base, and the once 
shining hull has been slowly consumed by the encroaching jungle, rust and dirt tarnishing the 
metallic surface.  She looms over the surrounding trees, an inescapable landmark for miles 
around. 
      Those onboard who did not perish from the sudden plummet have built a meager settlement 
in the shadow of the fallen craft.  The Amanthieri, contemptuous of their ancient earthbound 
ancestors, have built their new homes in the soaring trees and branches of the planet’s colossal 
forests, stretching themselves closer to the stars.   
      It has been many generations since the frightful landing, and any hope of help or rescue has 
been discarded by the newfound colonists.  While learning once more to live off the land, the 
settlers have begun to strip their mothership of any useable parts, as well as power, reclaiming 
what they can before the infringing forest does. 
 
>>Environment Description  
 
   The people here have been thrown backwards technologically speaking, with more knowledge 
and materials being lost with each generation.  The settlers however do the best they can, and 
have fashioned a bustling village in the treetops of the forest.  The village is bright and airy, and 
many decorations and ornaments enliven the otherwise simple structures.    
     However, the ground level of the forest is much darker and damper, as most of the sunlight is 
heavily filtered by the dense canopy.  The Amanthieri do not venture to the ground floor all that 
often, although public lifts are available for those wishing to make the trip.  While not exactly 
dangerous, it is a wilder and darker area, one wholly untamed by the settlers above.   

Even though the survivors have made a decent life for themselves, the large ship in the center 
of their village is a constant reminder of where they’ve come from, and what they’ve lost. 
Players are supposed to sympathize with the people here, appreciate what they’ve managed to 
accomplish in the time span since their accident, and be somewhat in ‘awe’ of the hulking 
spaceship and the technological achievements of this society.  They should also express some 
curiosity about the forest floor and why the colonists choose to avoid it. 
 
>>Gameplay Diagrammed 
 
  Made for a single player game, the setting functions as an early tutorial town for an 
Adventure or RPG type of game.  Gameplay is loosely defined as follows: 
 

·  Player character (PC) awakens in one of the small tree houses surrounding the downed 
spacecraft. 

·  The player is introduced to the controls of the game by moving around the village area 
and performing small tasks for the villagers there. 

·  One of the huts is home to the local sundries shopkeep, Jacobo Arrandi, who wishes the 
PC to head over to the spaceship for him.  Jacobo is an older man, and traversing the 
steep passages of the ship are tasks he leaves to the younger people of the village. 
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·  The shopkeep is running low on a rare healing herb, which only grows on the ship itself, 
a mutated plant created upon the derelict’s crash into the local jungle.  He’d like the PC 
to retrieve a few sprigs of the plant 

·  While at the ship, there is a small earthquake, and the ship settles some into the crater as 
older, rusted pieces break off and crash to the forest floor.  The PC manages to avoid 
being crushed under falling debris. 

·  When the dust clears, the PC discovers a passageway has been opened up to the bridge, 
previously closed off by parts of the crushed ship.   While in the bridge, the PC 
accidentally triggers a communications device, but leaves the ship with his herbs, 
unaware of the consequences of his actions.  End Tutorial.  Begin Ch. 1. 

 
>>Target Audience 
 
     The game is intended for 10+.   Some dialogue and themes may not be appropriate for 
younger audiences.  

 
 

Level Physical Descriptions 
 
>>Architecture style and period 
 
      The Amanthieri prize both efficient function and pleasing aesthetic form, fusing both into all 
facets of life.  Their structures and artworks incorporate a style akin to a melding of Gothic and 
Celtic art and architecture.  Stained glass, soaring arches, and interweaving columns and supports 
form the basis of their structures, while flowing lines and knotted structures adorn the surfaces.  
Gargoyle and dragon motifs are commonly seen in Amanthieran works, and can often be spotted 
atop flying buttresses.  
    Their homes are comprised of melded arches, decorated with interlocking vines and piping.  
Most of the settlement is fashioned from the wood of the surrounding jungle, although bits and 
pieces are used from the fallen craft – such as gravitation lifts for larger freestanding platforms.   
 
>>Lighting Description 
 
  Inside the ship, power still functions and lights are available for use for any who venture inside.  
Many colonists have taken these lights and brought them to their own homes to use.  
    The village is well lit, both with natural and artificial lighting.  The sparser treetops let in rays 
of sunlight a majority of the day, and a double moon system lights the sky at night.  The leaves 
filter the sunlight into bright patterns on the decks and buildings, and fireflies flit through the 
darker areas of the trees.  
    Lampposts and lanterns line the public walkways and are lit virtually day round.  Each home 
and building is also well lit, using either simple candles or torches, or more often, lighting 
fixtures stripped from the mothership. 
    The forest floor is much darker than the above village, as most of the sunlight does not reach 
that far through the canopy.  Many fireflies and other small lights dance across certain areas, 
such as the stream bed, shedding some small light.  Lights have been placed near where the lifts 
touch down, but for the most part the settlers have not attempted to provide any auxiliary 
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lighting.  It is cool and damp, and where the village is characterized by bright gold and orange 
lights, the jungle floor is dark blue and green. 
 
>>Material and Texture Description 
 
The Amanthieran ship’s hull is constructed of various metals and metal-like substances.  While 
being able to withstand high temperatures, speeds, and forces, it still succumbs to rust and age, 
and its paint has begun to flake and fall off.   
    The interior of the ship is also constructed from these materials, but has better stood the test of 
time.  Stained glass windows decorate the brightly decorated halls.  Orange, blue, and green 
glass fashion organic shapes and forms in these windows. 
   Not having access to ore or mining implements, the new found settlers have had to make due 
with materials found on handle, namely wood, for their new homes.  They have attempted to 
keep the same architecture and decorate forms as found on their mother ship and recreate them in 
wood and vines, which they have accomplished with varying degrees of success.  Some stained 
glass windows have been placed from the ship into homes, as well as other various metal bits and 
furniture the residents did not wish to remake on their own.   
 

 
 

 

Layout 
 
>>Bubble Diagram 
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>>Elevation 
 
 
 
 

 
 

Ship with surrounding Tree-Hut Village 
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>>Mock-up 
 

 
 

Ship and 5 main Trees with Houses 
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Asset Lists and Models 
 
>>General Model and Asset List 
 

·  Terrain  
o A large crater, formed by the impact of the crashing spaceship.  Its high, steep 

walls brook no easy passage, in or out.  The crater floor is rolling and upturned in 
places, although erosion has begun to smooth the jagged edges.  A stream rolls 
lightly through the heart of the Amanthieri village. 

·  Focal object:  
o The Amanthieran ship.  From any vantage point in the crater, it dominates the 

skyline, rising high above the tree-line. 
·  Primary structures:  

o The outskirts of the Amanthieran village.  These five houses form one edge of the 
village and are some of the oldest still standing, having been built first, closest to 
the mothership.   

·  Secondary structures 
o Walkways, platforms, lifts, and archways.  Having built their village in the trees, 

the people here have also created means of transportation from branch to branch, 
instead of relying on ground travel. Lifts are present however for those who wish 
to take to the forest floor.  The main elevated walkway to the heart of the village 
was recently broken, and has yet been fixed.   

·  Tertiary object 
o The crater floor is populated by a dense forest of colossal sized trees, making it 

possible for the Amanthieri to build their homes in their branches.  These trees 
resemble oversized live oaks and bonsais.  The forest floor is home to various 
kinds of underbrush and ferns, although the dim light has not allowed heavy plant 
growth.  

o The village uses two main kinds of lighting – electrical lights taken from the ship 
and torch-like lights created by the settlers from wood and scrap metal.  These 
line every walkway and platform and are found hanging from the ceiling of most 
homes. 

o 5 Miscellaneous object  
�  Bed – the main form having been taken from the ship, the headboard is 

newly fashioned from wood and inlaid with twisted knot carvings.  
�  Vase – Decorate as well as functional, the people here use them for either 

flowers or as storage containers for food and small objects.  
�  Table – most are newly made form the forest wood.  Simple and elegant, 

with legs ending in carved feet. 
�  Chair – matching chairs for the tables, found in most homes.  
�  Cabinet – mostly newly made as well of polished wood.  Often decorated 

with the same knot motifs as other pieces of furniture.  Stores most of the 
household items. 
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>>Individual Listings 
Asset Model layout sheet 
ITGM 721 Environment and level Design 
 
Student Name: Michelle Menard___________ QTR: Winter 2007_____SEC__IV_____  
Layout sheet: __1__ 
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Concept Sketches and References 
 
>>Primary References and Art Bible 
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>>Art Boards 
 
>>>Michelle 
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>>>Jim 
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>>>Jenn 
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>>Miscellaneous Concept Sketches 
 
>>>Michelle 
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Appendix 
 
>>Break-up of duties 
 
>>>Michelle 

·  Wrote style guide 
·  Compiled final document 
·  Modeled and textured assets listed above 
·  Modeled Terrain and painted terrain textures 
·  Particle Effects 
·  Composed and imported background music 
·  Matinee flythrough 
·  Front Logo 
·  Modeled, textured, and placed cliffs and forest ring 
·  Some Deco layers for the terrain 

 
>>>Jim 

·  Final Bubble Diagram 
·  Elevation 
·  Modeled and Textured assets listed above 
·  Placed and pieced ship in final level 
·  Final Level Lighting 

 
>>>Jenn 

·  Modeled Mock-up level 
·  Modeled and Textured assets listed above 
·  Placed and pieced forest and village assets together in final level 
·  Provided snacks 
·  Deco Layers on Terrain 

 
>>>Mike 

·  Modeled and Textured inside of ship 
·  Skydome and cloud textures 

 
 
>>Additional Notes and Musings 

·  “Kismet” means Fate or Doom.  I find this highly disturbing for a programming 
language. 

·  Alpha channels still are only reading direct blacks and whites, no shades of grey.  This 
directly influenced –negatively- the appearance of all windows, leaves, moss, clouds, and 
particle systems. 

·  Some features of the Unreal3 engine have officially been declared disabled in this version 
of the editor, since Naked Sky did not need them for Roboblitz. Unfortunately, there is no 
documentation as to all the exact features have been affected.  I would make an educated 
guess that the above alpha issue might be one of them.  Skyboxes and level zoning 
capabilities have however, on the record been removed from the editor. 
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·  Naked Sky Entertainment has no phone number listed.  I tried to call them about the 
above issue….I find this a grievous oversight…..Nor have they replied to my email.  

·  “Astrum Fas” – trans. “A Star’s  Destiny” sic. “P.C’.s Destiny”.  Title by Jim.  Translated 
by Michelle and the Internet. 

·  Design Document Version 1.  Contents of this document collected, compiled, and current 
as of 2007/03/11.  Printed 2007/03/11. 

·  ©2007.   All materials property of their respective owners.   
 
 
 
 
 
 
 

 


