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Intro- Environment design and how it affects the players

Why it needs to be Investigated

In Video games, the Environment is what helps players enjoy, feel
immersed, and feeling the mood of the area while they play. Some modern
games can allow the player, depending on the scenario, to blend and
interact with the environment that allows them to play either quiet and
sneaky to take their enemies down or use the environment to give
themselves an advantage in their scenario or using the environmentas a
guide towards their next waypoint/quests.

An example of this is Ghost of Tsushima[1]. Ghost of Tsushima[2] uses its
beautiful Landscape to create a breath taking view along with exploration
and story telling. "You will journey through lush forests, cross boggy
swamp lands, and enter into frozen mountainous landscapes. We
collected so many references from movies, games, paintings, and even
travel posters to draw inspiration. We want to present you with an
authentic, believable world, a world that would call out to you, inviting
you to explore, a world that is rich and full of surprises."[3]

This section from the from the blog that the lead environment artist Joana
Wang expresses how they created many references from different areas
and fields to create a rich world that is full of surprises.[4]

Primary Aim and Objective

The primary aim of this project is to explore how the design of the
environment can affect players experience. This is able to be achieved by
creating a level that is both interactive and explorative. This can be done
with a demo of the level that the player can explore.

Smart objectives

S —develop a world that is interactive and immersive to the player using
Unreal

M - to measure how people feel about the environment and how immersed
they feel with surveys

A—itshould be done within the time frame to create a level.




R - looking through different articles and blogs of different games and how
immersive they present themselves to the players

T -to have this done within 8 months, level, player movement, and testing

Why this project is worth doing

This project is worth doing since modern games like Call of Duty[10] has
been shown using realism with their guns, the players don’t want the sun to
blare in their eyes all the time while other modern games like Cyberpunk
2077[11] gives the player different views of Night city. Showing slums area
to the high corpo areas in the game. It also shows the player different areas
of Night city where they are able to find certain information packs that
contains story or messages of their tale before succumbing to a tragic fate.

What deliverables can be expected
What can be expected from this project

- Aimmersive level for the player to enjoy
- Explore the area and get a feel for its design
- Have surveys from players response after playing

What has been done

Environment design has been used to tell storytelling within games. This
would allow the game to show both its mood and narrative towards the
player. Using its surroundings, it also allows interactive elements with its
game elements throughout the level layout.

Earlier games had still imaging like Super Mario Bros[5]. Modern games
have advanced graphics. God of War 2018[6] Is a example where the player
can feel the environment of Norse Mythology. When they load into the
game, they are greeted with an older Kratos[7] and a realistic tree before
choppingthrough it, taking 3 swings before it tumbling down, showing how
in real life, it takes some swings of an axe before the tree succumbs to the
imbalance. This gives the player a feeling of immersion as it’s also a tree
that has been marked by his late wife Faye and has sentimental value to




him. Ghost of Tsushimal[8] has some similarities. There’s a mechanic
where you are able to increase the amount of times you are allowed to
heal, revive or use special moves. This comes in aform of bamboo strikes.
It acts as a quick time event where you will need to input different button
combinations to cut through the bamboo, missing one or put the wrong
input in will stop the blade in its place and u will have to restart. This is also
used in real life where katana are tested on bamboo to see how many it can
cut through.

The design of the environment can change depending on where the player
is and what scene is being played during it. In Ghost of Tsushima[9] there
will be cutscenes where the characters are planning a infiltration under the
moonlight and using the cloak of night, allows the player to sneak through
the enemy line and infiltrate the area while torches, fires or enemy npc’s
patrol the area.

Cyberpunk 2077 sets the player in a chrome world, full of cybernetics. The
team behind it uses references from other areas that allows Cyberpunk
2077 to be whatitis. They took a familiar area of California’s suburbs and
mixed in Blade Runner 1982[12] and Japanese anime Akira[13] and Ghost
in the shell[14] to that creates the open area Night City.

[1][2][8][9]- Ghost of Tsushima, Sucker Punch Productions, Sony Interactive

[3][4]- https://www.thegamer.com/ghost-of-tsushima-environment-artict-
video/

[5]- Super Mario Bros, Nintendo

[6] God of War 2018, Santa Monica Studios, Sony Interactive
[710lder Kratos Character, Santa Monica Studios, Sony Interactive
[10]- Call of Duty, Activision

[11]- Cyberpunk 2077, CD Projekt Red, CD Projekt

[12]- Blade Runner 1982, Ridley Scott

- Akira, Katsuhiro Otomo, Ryohei Suzuki an unzo Katd, written tomo and lzo
13]- Akira, Katsuhiro O Rychei Suzuki and Sh K by O dl
Hashimoto




[14] Ghost in the Shell, Mamoru Oshii, Kazunori Itd
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