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Introduction
“You must Immerse yourself in an unfamiliar world in order to truly understand your own”. To remember something meaningful, the heart is made to feel. In Video games, environmental design is a major factor in creating memorable and intriguing areas which our players spend the majority of their time exploring and understanding. Each video game specialises in different level designs in association with the gameplay type, as Call of Duty contains smaller maps designed for close combat gun gameplay with many routes the players can use to navigate around to gain an advantage. Another example is to do with story-driven games such as The Last of Us, a semi-open world where the player can explore at any pace they wish, designed to constantly diverge the player off their main objective through curiosity. A game is designed to escape into an alternate world than your own, to experience adventures, battles, and stories. In this report, I will discuss the techniques and effectiveness of how an environment is created to psychologically impact a consumer. 

Colour Theory
Colour in environments and level design has a great impact on how the atmosphere is created. These colouring techniques originate from the colour theory. Colour theory is the discussion of rules and guidelines that designers follow to create the most impactful scenes/art through certain combinations. The colour theory involves three different colour wheels that artists follow. These include: 
· Primary colour wheel (red, yellow, and blue)
· Secondary colour wheel (the mixes of primary colours: red, orange, yellow, green, blue, purple) 
· Tertiary colour wheel (the primary colours, the mixture of primary colours and the mixture of secondary colours) 
[image: ]


Each of these colour wheels includes a lot of different colour combinations and variations. Different combinations come under certain colour combination groups. These palette groups are used by artists to establish certain moods and feelings just simply through the palettes. These colour groups include: 
· Analogous colours (colours next to one another on the colour wheel)
· Complementary colours (opposite sides of the colour wheel)
[image: ]

This 3D diorama created by fan artist Matthieu Laude, created an environment inspired by the Darksiders series and art style. This diorama is a clear example of Complementary colours. The use of Warm yellow and fiery oranges contrasting the light blues and turquoise drastically affects the atmosphere of the diorama. The contrasting colours divide the consumers' attention. The oranges and yellows draw the consumer through the warming tones creating comfort through colour, light and warmth, whereas the ethereal blues attract the attention of eyes and guide the consumer towards warmer or more comforting tones. 
[image: A picture containing indoor, cluttered
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These two concept art pieces were created by concept artist Elodie Mondoloni, and both represent an example of Analogous colours and Complementary colours. Artwork A is an example where Analogous colours are used. The colour palette consists of reds, browns, silvers, and greys which all blend together, complimenting one another and the final result as a whole. The use of this creates an intense, bold atmosphere by showcasing one dominant colour to the consumer. This usually creates a bland or mundane environment, but the attention is still maintained through different colouring techniques such as the white birds, the light reflecting on the silvers or even the white paint marks implemented into the building’s appearance. 
Artwork B is an example of complementary colours but still has aspects of analogous colours. Similar to artwork A, the use of reds and browns are used but are disturbed by the green roof tiles. These colours are much bolder compared to the rest of the palette. The use of this creates a breath of fresh air in the environment for the consumer, the contrast between the brick red and the emerald green creates excitement and a sense of new in a repetitive environment. 

Composition
Composition is a term used by artists where a piece of art is structured and designed in a way to compliment all parts. Bringing structure to the scene also impacts the way the artwork is perceived and understood. An example of composition would be including the main subject of the piece, a woman, standing slightly off-centre. Choosing to structure the artwork this way affects the final product. Different ways create different perceptions and understanding, and the way lighting and shapes can be organised and manipulated to showcase the art piece in any way the artist wishes.
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Artwork 1
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[image: ][image: ]These art pieces are 2D environment concept art for Naughty Dogs’ The Last of Us. In these scenes, the artists have used simple composition techniques, but the final result is extremely effective in maintaining attention and interestingly showcasing the environments. Firstly, the structuring of lines is a technique used heavily in these two environment artworks. As shown, I have drawn out the lining in these pieces in purple. These lines are used and organised in ways to divert the consumers' eyes to maintain their focus on the most relevant places. In the first artwork, all the lines point towards the lit-up window on the left side, constantly returning the viewers to the focal point. The lines are also used to easily guide viewers around the artwork. These lines feed all the artwork's features and information more subtly, overall making the artwork more visually appealing. Composition is a defining factor in whether a form of artwork is enjoyable to look at.Artwork 1
Artwork 2

Secondly, lighting composition is also a technique used to manipulate the viewer's eye line and path around the artwork. In artwork 2, there are 2 sources of light, the left and the top right corner. These two light sources make these two areas the most noticeable. This is done by the artists to keep the focus of the consumers on these parts of the scene. From these light sources, they hit the lines as discussed previously. The lights complement the composition lines, bringing more focus for the eyes to follow, and supporting the overall effect of the piece. Shadows are the other focus of the light composition. Lighter areas attract attention, whereas darker areas hide and are ignored by consumers. Organising the dark areas around the lights helps manipulate how the artwork is perceived. In these scenes, the lighter areas are designed to draw attention and the darker areas direct you towards the same areas. 
Lighting
The use of lighting in an environment can drastically affect the overall theme, mood, and atmosphere of a scene. Lighting is such an important factor when creating atmosphere and has so many various ways to accomplish this. There are three main techniques used when controlling lighting:
· Lighting Location 

· Lighting colours 

· Lighting intensity 
Controlling the lighting locations can have a great impact on the atmosphere of a scene. It can be used to attract you to a location, guiding players to an area or an art consumer to a focal point. It can also be positioned to create silhouettes which create a whole different atmosphere. For example, having a human silhouette and hiding their face, taking their humanity away.  

Colours used in an environment can impact heavily on the mood and atmosphere the scene is trying to create. Certain colours can be associated with moods such as yellow with happiness, red with anger and blue with sadness. If these colours were used within lighting in a scene, you can drastically change everything. Coloured lighting relates to the colour theory, groups of colours can be used together and improve the effect, whether these are part of an analogous colour palette or a complementary colour palette.


What Makes a Good Environment 
Environments in video games or even in movies, the areas are constructed in creative ways to make each setting unique and remain completely independent with its atmospheric palette. Some examples of environments that create completely different atmospheres that I will be studying throughout this project are:
· Shadow Of the Colossus 
· Alice: Madness Returns
· The Last of Us
· The Last of Us: Part 2
· Mirrors Edge
Each of these video games follows various themes and genres and I will be comparing and contrasting the differences between them and studying how they construct memorable and atmospheric environments to improve a gaming experience. I have created a survey on a variety of different environments from different games I researched and studied over the year to help discuss these atmospheres. 

Shadow of The Colossus
Shadow of the Colossus was originally created and released on the PlayStation 2 exclusively by TeamICO (Now renamed to be GenDesign) and then remastered by Bluepoint games for PlayStation 4 and later to also be played on PlayStation 5 with increased performance and enhanced visuals. Shadow of the Colossus’s level design and environment is a prime example of how influential an environment can be and create such an intense atmosphere which has stuck with me since my first experience with it and it’s the same for the majority of other players and consumers. The way the world is constructed to complement the story is important when it comes to world-building. This atmosphere I am referencing is an entirely open world area, the area you explore is named ‘The Forbidden Lands and every design choice in the environment supports that title. In the area, you (the main character, Wanda) are the only human there. The only living things are the Colossi you are quested with defeating, there is nothing else to do in this world except journey to each Colossus and defeat them. The Player spends half of the game fighting the Colossi and the other half wandering the deserted Forbidden lands, constructing this isolated world where the player wanders, searching for an end. 

Alice Madness: Returns
[image: ]Alice Madness Returns was released on PlayStation 3, Xbox 360, and PC (Windows & Steam). It was developed by Spicy Horse and is a sequel to American’s McGee Alice: Asylum. The game surrounds the theme of madness where Alice descends into madness where her wonderland, which she uses to escape her trauma, is under threat from her psychiatrist trying to burrow his way into her mind and mend her in horrible ways, somewhat using her as a science experiment. The horror-themed spin on the classic book by Lewis Carroll creates an eerie atmosphere throughout the game. Levels and environments of from distorted dollhouses to a castle made of flesh and bone. Throughout the entire playthrough, the level design and environment are designed to create discomfort in an unfamiliar and distorted setting. This environmental design choice was selected to follow the theme of Alice spiralling into madness and her so-called ‘Wonderland’ has transformed into a nightmare. These designs weren’t only to follow their theme and genre of a horror hack and slash game, but to create a new sub-genre of psychological horror in a video game, using the environments to generate new feelings, emotions and psychological impacts upon players as if they were mad themselves. 

The Last of Us & The Last of Us: Part II 
[image: ]The Last of Us was created by Naughty Dog (creators of Uncharted and Crash Bandicoot) for PlayStation 3 in 2013 and then was remastered for the PlayStation 4. A remake was also developed in the game engine of The Last of Us: Part II (released on PlayStation 4 in 2020) to be released on PlayStation 5. This Remake has also recently released on PC in 2022. The Last of Us is a post-apocalyptic story game where the world has been conquered by a fungus named Cordyceps which grows around the brain of its host and controls the body and replaces the host’s flesh with its own. The game is set 20 years after the outbreak and is about a man called Joel and a young girl called Ellie, who learn to heal each other in this desolate world. The environment design follows the post-apocalyptic theme with destroyed, abandoned buildings, highways filled with dead cars and greenery growing all over infrastructure. The setting of 20 years later implies that the majority of humanity has been wiped out and with the environment design, the world-building creates the sense of loneliness and isolation in a dangerous world. The Last of Us and The Last of Us: Part II creates an emotional and psychological impact on the players in different ways. Rather than each environment generating emotions and leaving impacts on players, all the environments and level design adds to the world-building. The world and the setting have such a powerful impact on the players. The loneliness, dangers around each corner, the destroyed cities and empty family homes. All of this is created to generate the realism of how the world has changed since the outbreak but also how the world has adapted. There is beauty in how greenery and foliage have taken back the cities, turning the dull greys into vibrant greens. There is even beauty in unforgiving fungus, the way it sprouts out of its host's head like a flower and how it grows up walls like a network. Finally, there is beauty in how even in an environment like that, the two main characters learn to live and feel alive with each other’s company as they journey across a desolate country. All of this world-building creates the dangerously beautiful world of The Last of Us. 

[image: ][image: ]The Last of Us: Part II generates the same environmental impact on players but focuses on rage. The game throws players into a revenge story and is meant to be played after The Last of Us, hence the name having Part II. With the intention of players experiencing the first instalment of the franchise, Part II follows with the ending of the previous game. (Spoilers) Joel is brutally murdered in front of Ellie. Ellie is fuelled with rage and from how the environment and cutscene are shown, even the music and sounds forces the players feel rage with her. The game has the player hunt down Joel's killers, constantly fuelling the rage for Ellie and the player through foggy, stormy cities filled with cars, and constant brutality of blood and darkness. The level design continues to generate the rage theme and emotion. The levels, where players encounter large groups of enemies, are designed for the player to be constantly on the move. The hit-and-run style of combat creates the effect that Ellie is a brutal force, constantly moving and weaving her way around the environment to take her enemies out. There are also specific scenes such as the Hospital scene where Ellie kills one of the murderers, Nora. The area has red flashing lights as the only Lightsource in the scene, creating that rage and anger emotion through the use of colour theory. The same sounds from Joels death scene play throughout this scene, triggering the memory and anger both Ellie and the player felt at the beginning.
All of these design choices were to constantly support the rage and revenge theme and it’s interesting how both games completely contrast each other. Contrasting Ellies character and state of mind in both scenarios. 

 
Mirror’s Edge
[image: ]Mirror’s Edge is a platforming action game developed and created by DICE and EA, released on PlayStation 3 and Xbox 360 in 2008, and PC/Windows in 2009.  The game consists of a story surrounding a character called Faith Connors, a runner and rebel to the city’s corrupt leadership, and her journey around the near-futuristic city gathering information against the government, all whilst evading their officers through her skills of traversing the cityscape. The game is set in a gorgeous city landscape with skyscrapers reaching for clouds. The environment follows a very limited yet beautiful colour palette. It consists of simple white concrete towers with clean, reflective windows alongside a bright contrasting blue sky. The selective, pop-style colours appear as a guidance majority of the time throughout the game or are used as a theme for certain areas or levels, such as level Chapter 3: Flight, the building where the majority of the level takes place, limits the colour palette to shades of green. 

Mirrors Edge uses colour to isolate each level to portray them as their environment by defining them with their unique characteristics. The majority of the levels that focus on an area limit themselves to certain palettes such as the building in the Flight Chapter I previously mentioned. This design choice is consistent throughout the game. The interior of buildings will focus on one colour and similar shades such as yellow and the exterior of the next building might constantly use the colour blue on the pipes and fire escapes. This pop-art colour palette technique is used to create the effect that each building within this cityscape is unique and has individually been crafted to be different from the rest. The use of bright vibrant colours is also there to show the player how successfully they are weaving in and out of the obstacles in front of them, creating a visually and emotionally pleasing effect on the consumer making them feel unstoppable as their obstacles fly past. 

Practical Work
After performing my research, I will be creating my environments with my knowledge. I will be creating a variety of different environments, each using different colour palettes and compositions to design them to create individual atmospheres and emotional impacts. Throughout this process, I will be documenting the process and the decisions I made to complete my tasks. 

By the end when all of my environments are completed and generate the atmospheric impacts I intended, I will create a survey on those environments and compare them to my research on my case studies. The questions will mostly consist of how each scene from my case studies makes them feel through the lighting, layout, colours, and composition and how the two scenes contrast each other. All of this will help improve my understanding when it comes to designing an environment as well as demonstrate how each design choice is made with emotion and atmosphere as key factors. The comparison of data will also document how successful I was with my work and also gain a new perspective through the eyes and minds of the participants.

Cityscape Environment
For my first concept piece, I plan to create a city landscape inspired by Mirror’s Edge Environment design and concept art. In this concept piece, scale and perspective are going to be the most effective and important features of this illustration. 
To get an idea of the atmosphere and feel for the scene, I took some colours from the Mirror’s Edge pieces as well as selected my own to create a foundation colour palette to refer to as I work:
[image: ]
As you can see, it focuses on bold colours but also very mundane shades of grey, white, and black. These colours will help create the city landscape feel gritty and dull with the greys and whites but also bring the idea of life with the bright, pop colours. Below is the original foundation linework layer I created first and went on to use as a reference for shaping, lighting, and composition:
[image: ]
[image: ]Source A.
As shown, Source A showcases the linework I used as the base of my environment. Following the Process of all my work, I develop the linework layer first to gather an idea of composition and depth to help enhance the detail on colouring, shading, and lighting later on. Source B shows the composition lines of the linework, and I divided the scene into a group of 4 columns in a grid-like structure to help demonstrate the shapes on the building the character is standing on. Source B. 

[image: ][image: ]
Early Drafts (Cityscape Environment)

[image: A picture containing text, night sky
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Source C. 
Here is the final Concept. Originally, I intended to create this landscape during the day or at sunset, but when I played around with lighting and colouration, I found that night was most effective at capturing the essence and atmosphere of what I was trying to create. I drifted into more of a purple/blue/indigo colour pallet with the contrast of oranges and yellows in the buildings. I chose to
Show the buildings with only a selection of windows with light to help create the feeling that this world is lived in but also create an atmosphere of isolation for our character. The combination of the colour palette and my art style creates this messy and worn-down style in the environment creating a grungy yet lived-in world. The overall atmosphere I was aiming to create was loneliness, creating a scene that is lived in where people can be seen thriving but still creating the depressing feeling of isolation. The character on the roof is the main source of this emotion, their small figure leaning over a cityscape, high into the sky to see a selection of lights on other concrete towers. This combination creates the idea that even in this world, our character feels alone and isolated from their home.
Mechanic’s Garage Environment
For my second Environment, I intend to create a Mechanics Garage following the themes of dark, moody lighting and neon lights. Lighting will be the most effective technique used in these scenes to help empathise the garage theme and the location it is set, aiming to create a form of world-building. I will not be using a reference for this environment and creating it from the ideas of how I would want this scene to be presented to me. I took some inspiration from the city environment when creating my colour palette as shown below:
[image: ]
Again, there are a lot of greyscale colours as well as bright reds and yellows to create effective lighting and atmosphere. This chosen colour palette will help create a moody atmosphere but also create a sense of mystery through the contrast of lights and darks. [image: ]
Source A. 
[image: ]Source A shows the original linework layer I created as a foundation for the environment. Source B also shows the linework but also the composition lines I put in place so I could use it as a reference when colouring and shading my work. In this environment, I tried a more limiting grid-style composition to have something within each box. Source B. 

[image: ]
Early Draft (Mechanic’s Garage Environment)

[image: ]
Source C.
Above is the final draft of my Mechanic’s Garage environment. The scene is extremely dark, but light enough to see the details. Lighting is the key factor in this scene, showcasing the interior of the garage as the focal point but also a second focal point on the bright pink neon light to contrast the rest of the scene. The neon sign being a different colour from the rest of the lights throughout the environment creates an interest. Games use the same technique in their environments to help navigate the player throughout the area through small cues like this, it draws the attention of the player/consumer to a different part of the environment through simple curiosity that triggers in the brain. The lack of people/residents creates an unnerving atmosphere alongside the setting of this scene, feeling like a back alley or a rough part of town. All these design choices I made were to create a moody and dangerous setting along with beautiful lighting, creating an atmosphere where fear and discomfort are created but also a sense of wonder and awe over the contrast of lighting. 
Horror Environment

Another concept piece I intend to make is a horror-themed environment, heavily inspired by the environment design and concept art for the video game ‘Alice: Madness Returns’. The environments in Alice: Madness Returns also stick to a certain colour palette, From the Hatter's dirty, steampunk domain with bronze, greens, browns, and silvers in contrast to the Queen of Heart’s fleshy and disgusting domain with different shades of red and the occasional whites. I will be taking inspiration from the colours of the game too to develop my colour palette to work with as shown:
[image: ]
There is a focus on shades of red with themes of blood and flesh to support the horror theme. There are also darker colours mixed with purples and blues to create a mixture of darkness, improving the fear I am aiming to create in the scene. 
[image: ]
Source A.
[image: ]Following the consistency of my work, source A displays the linework I drew out as a guideline for this environment design and source B shows the composition technique I planned. As shown, I drifted away from grid-like compositions and focused more on the lines constantly bringing the attention and focus to the creature slightly off from the centre. The off-centre choice was made to improve the atmosphere of fear and discomfort in the scene. With both the character and the creature being off-centre, the gives a greater sense of scale and creates the idea that the creature was lurking behind the shadows, not wanting to be seen. The off-centre effect will also help to maintain the point of focus when it came round to colouring and shading. Source B.

[image: ][image: ]
Early Drafts (Horror Environment)

[image: ]
Source C.
Here is the final environment in source C. In this scene, lighting and colouring were the key focus when designing the atmosphere. I focused on a lot of shades of red, taking inspiration from Alice: Madness Returns. Due to the lots of red, the lighting is what finally created the fear I was trying to achieve. The use of lighting, alongside the composition, constantly brings focus to the character’s torch and his silhouette being created. The lighting also improves the idea of the creature hiding away from the character and the consumers, only just being visible in the character’s light. The atmosphere I was aiming to construct in these scenes was danger and fear of what’s in the shadows and themes of fear, and discomfort but also curiosity. 






Greenhouse Concept 
For my next Environment, I will be creating a Wizard and Witch’s Greenhouse environment, focusing on creating an atmosphere filled with wonder, curiosity, adventure, and creativity. I will be taking inspiration from the Harry Potter franchise and also the recently released Hogwarts Legacy. I will be looking at what kind of colours they use, as well as the architecture to help bring this environment to life. My Colour palette will consist of:
[image: ]
As you can see, the palette contains a wide range of greens that blend into blue as well as shades of greyscale. The use of greens will create a sense of life in the world and all the plants growing within the scene and environment, making the world feel lived in and cared for.
[image: ]
Source A.
[image: ]Shown in source A is the linework layer I created for this environment, and source B shows the grid composition I created and applied my linework (specifically). Each grid square had something individual happening to further develop the idea that this world was lived in and constantly being nurtured. As you can see, I also made the design decision to create an environment involving the exterior of the greenhouse rather than the interior. This decision gave me the advantage to create a more vibrant environment, by showing the earth and greenery that grew upon it. Source B.


[image: ]
[image: ][image: ]Early Drafts (Greenhouse Environment)

Source C.
Source C shows the final draft of my Witch and Wizard Greenhouse environment, creating a peaceful, vibrant world. I used a consistent number of greens and browns to create a naturalistic world. I tried to create a grass effect to get a sense of texture and detail the depth of the scene. The architecture style used was very faithful to the inspiration from the Harry Potter franchise, following old stonework with stained glass. To achieve the atmosphere, I decided to add a mythical creature, also inspired by the franchise, alongside a witch to bring more life to the environment. All these design choices improve the atmosphere being created, the composition gives the effect the witches and wizards designed the area themselves, but also maintaining the bright, vibrant life around them. All of this helps create an impactful, effective, and atmospheric environment. 

Ocean Environment
Inspired by the recently released, Avatar: The Way of Water, I will be creating an Ocean Environment. This scene will focus on scale and depth whilst also creating fear but also wonder. The colour palette will also be inspired by Avatar: The Way of Water’s concept art. 
[image: Icon
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[image: ]There is a number of blues, with mixed shades of purple and greens. The mix of these colours will help create the oceanic atmosphere and establish depth in the scene and the water. 
[image: ]Source A.

Source B.

[image: ]Source A shows the linework I drew out as guidance for the scene. This scene was relatively basic compared to my other environments but the composition using the golden ratio and colour made up for this. Source C shows the golden ratio composition I used as a reference for positioning my scene. the creature below follows the ratio as it leads to the character and his boat creating an effective composition. Source B also showcases the colouring I used to portray the creatures. Purple is a unique colour and conveys beauty in these sea creatures but also maintains fear through the scale. Source C.
Source C.
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Source D.



Source D is the final draft created for the Ocean environment. In this scene, I approached the task with a different art style that consisted of a style of oil paint brush strokes. The use of this art style helped create a unique style of environment and also improved the water effect, creating a rough, patchy body of water. It also helped with creating the flowing water effect following behind the boat. The colours I used followed the theme of blue but mixing greens in gave the water a more realistic and believable ocean. The purple creatures, their original colour is hidden beneath the water but still create a purple hue, helping develop the idea of depth in the scene. The colour of the boat was chosen to blend into the scene to isolate the bright colours our character is wearing. These colours put them at the focus of the scene, standing out to consumers to help create a lonely, isolated atmosphere. The emotions created are loneliness, wonder, fear, and curiosity. All of these design choices, combined with the golden ratio composition technique, all help create the atmosphere I tasked myself with creating.
                                                                                                                                                                                                                                                           
Fantasy Landscape Environment
For my second to last environment, I will be creating a Fantasy Landscape to create an atmosphere consisting of adventure, curiosity, and power. The research I carried out for Shadow of The Colossus will be used as a reference to create this environment. The colour palette, atmosphere, and landscape will be used as inspiration. All of these techniques will help construct an environment that successfully creates these emotions.

[image: ]

As shown above, the colour palette I will be using consists of several green shades. There are also blue shades that will help construct the gloomy atmosphere I aim to create. The beiges and orange will be used as focal points to isolate certain aspects of the scenes. 

[image: ]
Source A.
[image: ]Source A displays the line work I drew out for this environment. As shown, the landscape is very desolate and empty, enhancing the idea of isolation and feeling lost. Source B showcases the composition lines I drew in place to use as a reference when working on this scene. Different to the other environments, this scene all leads back to the centre of the scene, constantly bringing the consumer's focus to where our character is journeying to, similar to how they push a player in a chosen direction using structures, lighting, or colour. Source B.

[image: ][image: ]
Early Drafts (Fantasy Landscape Environment)
[image: ]
Source C.
Above in Source C is the final draft of the Fantasy, Adventure environment. The art style was inspired by games such as Absolver and Sifu, by Devolver Digital, and Ashen by A44 Games. This art style created a more artistic effect, feeling as if it was painted by our adventurer himself, further constructing the idea of adventure and curiosity. Mountains in the background were added later to improve the depth of the scene and also create a much more effective atmospheric fog, I also added a colour wash to cover the environment in this fog effect. All the colouring design choices were to improve this effect. The patchy rocks with dirt and pale green grass create a dirty/messy aesthetic, suggesting that this area is unsafe and that no one has been here for a long time. In the top left, I decided to make the dragon a bright orange to display a sense of danger visually but suggest how majestic this beast is. The combination of all these techniques forms the atmosphere and mood I was aiming to create. This scene was the most difficult to achieve, it took me a lot of attempts with a variety of different art styles and combinations of colours until I finally discovered the atmospheric impact I was aiming for. 
Cosy Bedroom Environment 
For my final concept environment piece, I decided on a cosy bedroom scene, attempting to recreate the atmosphere created in the Last of Us bedroom I previously researched. The scene will aim to achieve a comfortable atmosphere with warm tones and dim yellow lighting. This particular scene will be based on a bedroom within my house, following the same composition shapes but also mixing up the scene and colours to greatly improve the emotions I am trying to create. The colour palette will consist of: 

[image: ]

There are consistent themes of warm tones, yellows, oranges, and browns to improve the creation of a cosy, comfortable environment. There are also a few contrasting colours such as blue, these colours will be used to show the difference between the room’s atmosphere and the environment outside, further supporting the idea of safety in this scene. 
Below is the original line work I drew out as a foundation layer for my environment piece: 

[image: Diagram
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Source A.
[image: ]Before I began colouring and lighting the scene, I had to create a foundation linework layer so I could see the composition in the scene as well as get an idea of depth so I can adjust colours and shading to greatly enhance the atmosphere I was aiming to create. Source B shows how I divided the scene into 3 columns and also shows the composition lines I drew out to create a more effective environment/scene. Source B.

[image: ][image: ]
Early Drafts (Cosy Bedroom Environment)

[image: ]
Source C.
Here is the final environment I created. I followed the colour scheme royally and consistently tried to achieve a safe, warm, and comfortable environment based on my perception of what an environment with these types of characteristics would look like to me. There is a consistent number of warm colours with browns and oranges, dark corners, and warm lights to dimly light the scene. When I began adding detail such as the curtains and paintings on the wall, I followed the composition plan and integrated the new objects within the scene accordingly. The combination of all these design choices I made created the comfortable environment I aimed to achieve. From the warm bedding to the cool, pale blue in the window, this scene simply achieves a warm, cosy atmosphere from the colours alone. 


Survey
Question 1:
[image: Graphical user interface, text, application, email
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As shown above, are a selection of responses to the Fantasy environment. The majority of answers consist of adventure, isolation in a desolate place and ‘Gloomy’. Each of these responses shows that I was extremely successful in creating the atmosphere I aimed for. Some of the respondents seem afraid of what lies ahead in this scene, whereas others seem curious about the environment and create their sense of what is going on. This suggests that this environment could be very subjective depending on what state of mind you are in. 

Question 2:
[image: Graphical user interface, text, application, email
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The second question is about the Mechanic’s Garage, here is a selection of responses. A range of answers suggests that I wasn’t very successful with this scene. Although it does show that this scene can be interpreted differently by all, some will say it's suspicious and some will say it seems ‘calm’.
[image: Graphical user interface, text, application, email
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Above are the answers to the third question involving my Ocean environment. The responses suggest that the overall aesthetic of the scene is peaceful and frightful. The use of scale is a key feature of the environment, creating the idea of how insignificant the character is compared to the creatures below. These responses suggest that I was extremely successful at designing the atmosphere of this scene. 
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Question 4 involved the Cityscape. The majority of the answers discuss the loneliness of the scene but also about how they find peace in the same lonely environment. Setting the scene during the night is shown to be a very rewarding decision when constructing the atmosphere.  The responses, again, clearly show that I was successful at creating the atmosphere I wanted to achieve. 







Question 5:


















The responses to the Wizard’s Greenhouse environment were surprising. The majority of the responses discuss how peaceful and calming, even described as the ‘perfect happy ending’. All the answers suggest that I was successful at constructing the atmosphere I wanted, and it was more effective than expected. The whole scene is described as peaceful, well-maintained, and perfect. 
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Question 6 was the discussion of my Horror environment. There were a lot of mentions of fear and weakness due to the monster in the shadows. Some responses also mentioned the thought of adventure but also being ‘on edge’. Altogether, these responses suggest the idea that I was successful in creating a horrific, fearful atmosphere in an uncomfortable environment.


Question 7:

















The final question involved the Bedroom setting. There is a consistent mention of warmth, peace, nostalgia and feeling cosy. All of these responses clearly show that I was successful with my task and created an atmosphere even greater than what I was intending. 

Overall, for the majority of my 2D environments, I was successful at creating a group of atmospheric scenes using combinations of composition, colour theory/palette and lighting. The research I gathered improved my environment and without it, I would not have a great understanding of environmental design now. 

Conclusion
Environment design in the games industry can be described as a form of art. The process of carefully designing a level or a background that the majority of players will be glance at for a second is inspiring. Each aspect of an environment is designed with purpose, from a patch of moss growing on a mailbox to a character’s silhouette being cast by a small flashlight on the floor. An environment is what makes a video game memorable. The way it guides your eyes around the scene and how a combination of art style, lighting and depth can invoke feeling without the player even knowing. A game constructing emotions and atmosphere are what people remember, how they felt during their playthroughs, how they remember enemy encounters, and how they remember an emotional scene. A beautiful game doesn’t come down to controls or difficulty, it’s the impact it inflicts upon its audience and how these stories, adventures and experiences stay with them for life as if they experienced these journeys themselves, escaping their world through the simplicity of emotions. 
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