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Introduction

In this document, | will be researching into my chosen topic of how atmosphere is created in level
design. | will be discussing how an environment is designed to create a certain mood or feeling for
the players who experience them. This topic is an important topic to me and | research into this field
with my free time. | already have a great understanding of this topic through my entire life. | have
always preferred single player games which are more successful at creating an atmosphere in an
environment. This can vary from a damp marshland that makes you feel lost and damp, to an
abandoned police station with dim lights that makes you feel scared and alone. Without good
environment design, a games experience would be greatly affected. If a game can create a good
atmosphere, it makes it much more successful (in my opinion) you could argue that it is one the
most important factors in a game.

Background to the Proposed Research

For Reference for this topic, an article in Game Spew discusses the topic. The writer, Lauren James,
discusses the topic from her own point of view and mentions a selection of games that stand out to
her in this topic. She states that the atmosphere of a game can ‘Define an experience’ in the sense
that without the created atmosphere in the environment/level design, the final product would be a

lot less meaningful to the players.

Aims & Objectives

As stated previously, | will be carrying out a lot of research in this topic, three specific types of
research to be exact. These are:

e Existing data research

This consists of looking into articles such as Lauren James’ to create a greater understanding
of the topic before | conduct my own.

e Researching into design choices for environments

In this segment, | will be looking into development teams who decide on their level design
and environment design on a foundation of following a specific design choice. Some of the
development teams | plan to research into are

o Tarsier Studios
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Team ICO
Spicy Horse
Capcom
Naughty Dog

Creating my own data research

I will be conducting my own research through questionnaires and producing an excel

document showcasing how many people would want to explore the environment on a scale,

as well as ask them to discuss how the scene/environment makes them feel. The

environment/levels | will be carrying out this research with will consist of games developed

by the teams in the previous research topic (Researching into design choices for

environments) Some of these games are

c o o o 0 0

Alice: Madness Returns
Little Nightmares

Shadow Of the Colossus
Resident Evil 2

The Last of Us: Part Il
Uncharted 2: Among thieves

Project Design

Outline of Project Process
For my project design, | plan to produce a series of environments that are accessible in engine for a

user to explore the area. These series of environments will aim to each be unigue enough to create a

new atmosphere and feelings for the user to experience. For example, some ideas | have already:

Frozen City

Rain upon a city at night

Foggy woods

Fantasy Open plains

Haunted Hospital

Shrine

Sandstorm in a desert

| will decide on 4 or 5 unique ideas to create in either the same art style or different. | aim to only
make them feel different like environments but also different areas of a video game, such as the

shrine environment acting as the Hub area for a player. By doing this | can create a variety of

different areas to showcase the overall topic. Producing these environments then leads onto the

final part of the project.

The Final part consists of gathering some final opinions on the environments | created. This means

that | would return to the people | used for my research previously on already existing game

environments from the development teams | researched previously. Using the same people keeps

the data consistent and then does onto proving and discussing the overall topic.




Risks & Limitations

There are only a few limitations of the research | will be using and carrying out myself. The Research
I will be referring to that already exists will mostly consist of writers portraying their own opinions
from their experiences with these games and will rarely discuss a lot of people's opinion on one
environment. However, my research should make up for that limited. Through the research method
I plan to use, it will gather different information from a selection of people. | will be asking different
age groups, different genders, asking users who game daily and users who do not.

Ethical Issues

When | begin to carry out my own research on this topic, all the people that | will be asking the
questions about the environments, | will need to ask for their consent on whether it is okay to ask
them of this and then whether they are happy with me using this data. They can choose to be kept
anonymous and they do not have to partake in the data research if they do not want to.

Resources & Planning

Plan Chart

Due Dates
Tasks 22nd Oct - 16th Jan 17th Jan - 26th April 26th April - 8th May
Information Research
Creating my own data
Understanding the data
Discuss my research in Document
Research/Plan Practical work
Start Practical work
First Draft
Second Draft
Final Draft
Present

Here Is the table | produced to showcase how | will be progressing through my independent project
throughout the year. | plan to research into data that has already been gathered but as well as
gather my own research data. This means | can compare the two areas and have a greater
understand of the project. Producing my own data will also improve the overall result of my practical
work. Once I've gathered all the appropriate data, | will discuss it within the document, explaining
and understanding the information I've been given. Once all the research and it's been discussed in
extreme detail, | will begin my practical work. | plan to spend a lot of time on my practical work due
to the topic | am studying.

I will be following my weekly chart that | mentioned previously to make sure I'm doing enough work
daily, so | am consistent and produce my work to the best of my ability and submit on time. | will be
scheduling the hours to work on this project around the rest of my responsibilities such as University
lectures and my part time job, it might be difficult to adjust at first, but my chart should make it
much easier to organise my time more effectively. | will be able to carry out all of my research and
write-ups from the comfort of my room, but due to my PC not having the best specifications on, |
will have to use the University computers on sight either during lectures or on free days and hours.

| aim to finish the first half, the research half, of my project by the next submission date on the 16-
18" of January. This gives me a lot of time to gather more than enough information to then move on
to the practical part of the project. This also enables me to allocate time for other assignments and
lectures etc. After | complete all the research, | will put all my focus into complete ink the practical




work. Creating the environments will challenge me to work in various settings and art styles meaning
I'll be pushing my artistic ability. This part of the project will be the most time consuming, it will
involve me constantly improving to it through it not being completed or just because i'm unhappy
with the way it is presented.
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GRADEMARK REPORT

FINAL GRADE

/100

GENERAL COMMENTS
Instructor

(Brief marking criteria)

(20%) Research-informed Literature

Marks awarded for:

o Identifying what has already been done within th
e field

o Topic familiarity
o Literature review using appropriate sources - jou
rnal papers and book chapters rather than just web

sites

o Selection of relevant models & concept

- Some view to work already completed in field.
- Topic appears familiar to writer.
- Proposal could benefit from a case study/lit review po

tentially, to give a little more insight into the specific co
ncepts you want to cover.

11/20 Marks Awarded

(20%)_Knowledge and Understanding of Subject

o Explaining why this project is worth doing

o Description of how the work to be done by in t
he project relates to the work identified in the lit
erature review

o Discussion of any ethical issues raised by the pr
oject



- Project needs to aim for more unique ground in its ov
erarching message/aim. What will you show that has
n't already been evidenced in prior video games?

- Methodology of research noted throughout.

- There is representation of a correllation between this
idea and proposed practical work.

10/20 Marks Awarded

(30%) Analysis

o Identification of a specific problem to be invest
igated

o Discussion of different ways in which the probl
em might be investigated

o Discussion of what the project needs to do in o
rder to be a success

o Description of any deliverables that will be pro
duced by the project

- There is a lack of a clear problem identified that need
s investigating. Again, look for more general/vague poi
nts first - before honing in on a specific idea/concept.
- Project needs have been detailed.

- Deliverables of project presented.

- A little more detail on how research will be gathered
could benefit the paper/proposal.

16/30 Marks Awarded

(15%) Practical Application and Deployment



o Well-defined aims and objectives o Clear state
ment of which research methods are to be used a
nd why they are appropriate

o Clear statement of which analytical methods ar
e to be used and why they are appropriate

o Clear statement of which tools are to be used a
nd why they are appropriate

o List of any deliverables

o Clear planning chart showing both timing and r
esource use

o Limited and relevant appendices

- Aims and objectives present.
- Clear research method statements
- Deliverables listed, could potentially go into more det

ail with the specifics in relation to any potential surveys
conducted etc.

10/15 Marks Awarded

(15%) Skills for Professional Practice

o Correct spelling, grammar and punctuation
o Flow of narrative/fluency

o Coherence o Word processed

o Correct use of referencing with bibliography

o Strict word limit

- Skills for professional practice worked in well, watch f
or narrative flow throughout and ensure that the paper
is written in a way that someone who has no idea abou
t video games etc. can read and fully understand the t

opic.



- Good bibliography and referencing.

10/15 Marks Awarded
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