CARLA BERNAD MEDINA

Final degree work
Video Game Design and
Development

THE ART OF CREATING A WORLD AND LIVING IN IT

IMMERSION IN VIDEO
GAMES: THE BARRIER
BETWEEN A VIRTUAL
AND REAL-WORLD

[
o ¢
o o
Supervised by: Carlos Granell Canut
Universitat Jaume | [ L L
30/06/2022
Academic course 22/23 ® o ®
[ o [ ¢
[ o o o
([ o o o e






“To those people who supported me and believed in me
until the end when others did not, without you | could
not have made it this far.”




. Acknowledgements

| want to thank my friends for helping me move forward
and making me aware of everything | could do and was
doing. To my cousins for their interest in my project. To
my roommates for making the last few years so much
more enjoyable and making me feel like one more. To my
supervisor Carlos Granell Canut for being so patient with
me and helping me when | needed it.

But above all | would like to thank Manuel Sanchez
Calero for not letting me sink when | was not able to
carry on and for helping me and holding me up when |
couldn't. | have no doubt that without his encouragement
and support | would not have been able to continue. |
have no doubt that without his help this project would be
very different.

Thanks to all of you for pulling me a little when | needed
it.

Abstract

This document presents the immersion in video games
and what makes video games unique in this field. It
shows a complex narrative world, ready to be turned into
an RPG game and everything necessary to bring it to life:
art, narrative, code, and tools such as Unity, Blender, etc.

Keywords

Videogame, Concept Art, Narrative, lllustration, Fantasy
World, Worldbuilding, RPG







o> CONTENTS

Acknowledgements

4
Abstract 4
Keywords 4
Contents 6
Figure Index 8
1. Introduction o
T.TWork Motivation .. ....oeveine i 9
1.2 0bJECHIVES . ettt it e e T
1.3 Environment and Initial State .........................L T
1.4 Related SUDJECES . . ..o oo T
2. Hypothesis 11
3. Planning 14
3.1 Taskandsubtasks.........cooviiniiiiiiiiiiiiie i 15
B.2TIiMeliNe .. ..o e 16
R G T 1 T 16
3.4Resourceevaluation.............cooiiiiiiiiiiiininiiian 17
S5 EXpected reSultS. . .....oovieii e 17
4. Worldbuilding 18
4.1 World Origin & Inspiration..............ccoveviiiienen.. 18
T 7 1 - T | o e 18
4.3Geography......ccciieiiiiiiiiiiiiiiiiiiniietieceecnnnns 19
4.4 Religionand PolitiCs.........cccvviviiiiiiiiiieiiennne, 0
4.5Teagan ...ttt 22
5. Narrative 23
5.1 Inspiration and firstapproach..............c.cccveee.... 23
5.2Book Narrative.........cocveiiiiiiiiiinnenennnrnnnnannns 23
5.3GameNarrative..........ccoiviiiiiiiiiiiiiiiiiiiiiiian. 24

B.AMaAIN Character.......ccouiiiiieeeeeeeeeeeeeeeeeeeeens 24




DOOY

6. Game Concept

0.1 SYNOPSIS . ettt et e e e e
6.2 GAME CONCEPT . .t vttt ettt eeite e eaaeeeeeeaannneannn
B.3Keyfeatures........oovuiiiiii i
G T =T o]
6.5 Targetaudience .........coviiiiii e
B.6 Platform ... ... e

7.Game mechanics

7.1C0oregameplay. . ...oeeiiii e
7.2Gameflow. .. ..o e
7.3 Gameplay &mechanics............c.cooiiiiiiiiiiiiin...
7.4 Movementand controls. .........cooeiiiiinnnannnns

8. Concept art

£ 70 I VAV 1 (o N @701 g (o1 o | A
8.2Creature CoNCEPL. ... ovet ittt eeai e

9. Game art

0.1 Vegetation. . ...t e e
LS O] (== | U1 (=<
LT T 10 =] £ TP

10. Demo

T10.7 POSt PrOCESSING. . vt tot ittt it ieieeaneens

11.Conclusion
12. Bibliography

13. Appendix
T TAPRPENAIX A. .o e oe et ie e meene e oies s ennennons
13.2AppendiX B. ... s, ¢ e o ot e o 0t 0 0 0t

25
25
A
26
26
26
26

27
27
27
28
28

29
29
31

34
34
36
37
40

44

45

46




" .Figure Index

Figure 2.1: Csikszentmihalyi

Figure
Figure

Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure

Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure

Figure
Figure
Figure

Flow Chart

3.1: Initial Planning (Gantt Chart)

4.1: Hallegron map

8.1: Fantasy Forest Concepts for Inspiration
8.2:. Tree Concepts

8.3. Concept Color Palette 1

8.4: Creature concept (Carnivorous elemental)
8.5: Creature Concept (Jade Deer)

8.6: Cirecail Concept (Early concepts)

8.7. Cirecail Concept (Color variations)

8.8: Teagan Salamander Concept

8.9: Posible animal specie (codeName: Bonifacio)
9.1: Green Tree Variantl (LODO)

9.2: Green Tree Variantl (LODTI)

9.3: Green Tree Variantl (LOD?2)

9.4:. Green Tree Variant2 (LODO)

9.5: Green Tree Variant3 (LODO)

9.6: Grass (LODO)

9.7. Deer Model

9.8: Grass Shader (LODO)

9.9: Grass Shader (LODO) preview

9.10: Grass Shader (LODI)

9.11: Grass Shader (LODI1) preview

9.12: Leaf Shader (LODO)

9.13: Leaf Shader (LODO) Preview

9.14: Fireflies VFX

9.15: Sunray VFX

9.16: Falling leaves VFX

10.17: Demo Terrain

10.2: Terrain from above

10.3: Terrain Close Up




%

CHAPTER

INTRODUCTION

Contents
1.1 WOrK MOtIVAtION . . . ettt ettt ettt e e e e e aeaeeneeanennnn 9
7@ ] o)1= o 1 1= 10
1.3 Environmentand Initial State .. ...ttt e e 10
1.4 Related SUDJECES . . ottt e, 10

As a rule, all video games are presented in a world of
which they can give information, but they are always
contextualized in a space. These spaces range from very
sparse fragments of a world, as in most fighting games,
to entire worlds as in any exploration game, RPG or
MMORPG.

However, we must clarify that, when we refer to the
world, we do not speak of the planet where they are but
of the 'universe', the set of characters and creatures,
planets, physics laws (including the magical ones if
proceeded) that make up that universe.

Thus, the proposed TFG is supported by this concept.

1.1 Work Motivation

| have always loved fantasy worlds, magic, dragons, and
other magical creatures. As a child | always imagined
these worlds that, hopefully, | would be in someday.

However, reality is a cruel world, and such a thing
cannot be done (for now).

When | first encountered video games, from the
beginning they felt like the closest way to be in these
worlds and experience one.

After years of searching for a perfect videogame, |
found it, and the joy was short-lived when | found out
that the game had been cancelled. Heartbreakingly sad.
But that's what it was.




9 had neither the resources nor the knowledge to make
e the video game | was looking for. But now | do.

So, | decided to go for it and create what would be a very
basic version of a game that would make me consider
whether it was really necessary to leave the house.

1.2 Objectives

Therefore, the objective of the proposed TFG is to
investigate and reinforce what makes the player feel that
the game is alive and give a sense of immersion of the
video game world. For this purpose, the characteristics of
a single-player RPG video game will be used as a basis.
From these bases, the following will be attempted:

e Design a book of one of the areas of the world as if it

were an old book written by people from the area.

o Delve into the history/narrative of this zone

o Build beings (fauna and flora) that based on natural
evolutionary principles can exist in this zone to
increase the sense of immersion.

e Build a demo of the area, very very small (compared to

the real extension of the world).

o Model and animate creatures and give them a
behavior that matches the descriptions in the book
described above.

o Create an immersive environment using assets,VFX,
and lighting sources.

1.3 Environment and initial state

| start this project with some idea of what game to
make but no clear direction. | don't know for sure what
line to pursue in terms of the book, nor do | know what
line to follow in terms of the game. There are many
things | need to learn in order to be able to do this
project as | hope it turns out.
Most of these are from different fields, but I'm excited
that 80% of them are related to art. Among them are all
the development of stylized assets.

1 4 Related subjects

V]J1216 - 3D design
- VJ1218 - Hypermedia narrative and video game analysis
- VJ1223 - Video Game art
- VJ1226 - Character design and animation
- V11231 - Artificial Intelligence (Al)

10
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CHAPTER

HYPOTHESIS

The key question of this project is: What is immersion?

A simple way to explain what immersion is to treat
immersion as a characteristic of video games, which
allows or makes it possible for the player to feel part of
the game or its world.

However, there is a somewhat more complicated but
specific way of defining immersion.

To do this, we must divide the term into 2 aspects: flow
and spatial presence.

Flow can be defined as the absorption of the task itself
as natural actions in the mind. It is not limited to video
games, this state is also achievable with activities such
as sports, driving or playing an instrument.

In this aspect, video games can be considered an
optimal medium for the flow. Unlike other activities,
video games vary in difficulty, and the level of skill and
challenge is variable. They are mostly made to make the
player progress and tasks become more complicated with
the player's own progress. A well-designed video game
knows how to maintain this balance and therefore has a
good flow range.

11
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Figure 2.1: Csikszentmihalyi Flow Chart

The flow is therefore defined by the type of player, the
difficulty, and the gameplay of the game.

What the vast majority of gamers will say is that one of
the ways to achieve quick and easy immersion is to have
hyper-realistic graphics in your game. However, this is
not true. Many companies and especially AAA studios put
a lot of effort into making their game hyper-realistic in
order to make it immersive. However, flow is not directly
related to spatial presence, although it may seem
otherwise.

Spatial presence is a newer term than flow, and,
although it makes it more interesting, it also makes it
more complicated to deal with. As its name suggests, it is
the ability to feel inside the game, to the degree that the
reference point of reality is that of the game rather than
one's own environment. The factors that determine it are
richness and constancy.

The richness value is attributed to the amount of detail
and the diversity of the world in which the immersion is
intended can be felt. Here you could take into account
the above statement about AAA games, since they usually
have more details than an indie game (as a general rule,
but not always).

It is advisable to have several channels of sensorial
information without being overwhelming for the player.

For example, what you hear may be related to what you
see. That is, if a barrel is broken, the sound
corresponding to its destruction should be heard. In the
same way, an animal walking when going at a certain
speed, should change the animation when it goes faster
to one of running instead of walking.

12




Cognitive demand also plays an important role in
immersion. While the world may be highly detailed, with
good graphics, a richness of high spatial presence must
be accompanied by a stimulus and motivation of the
player to explore this world. If the player cannot interact
with the world, it cannot be fully immersive.

And of course, we must not forget the narrative, people
and plot. They are very important, plus they can help or
completely destroy the consistency of a world.
Consistency is what keeps the player tied to the world,
within it. The incongruities presented in the worlds are
among the most disruptive elements in any artistic
medium. In movies or books, it is not so exaggerated
either. However, to be fighting a war in which the fate of
humanity depends on where we only have a few minutes
before the evil demon boss enters this plane through a
portal loses importance when you must wait with a
loading screen to get to the tower. So much haste was
perhaps overstated. Loading screens have always been an
object of dispute for players, being one of the most
disruptive elements of video games par excellence.
Others, though not comparable, could be misplaced
collectibles, who's to say why anyone would leave pieces
of diary pages all over a continent waiting for someone
with too much time to put them back together again.

It is clear that coherence is something fundamental in

this field, and we must not forget that it is still a world
on a screen, and until full immersive virtual reality
techniques are perfected, we will continue to see video

games through a screen, being aware of the latter.

The Ul is responsible for constantly reminding us of
this. We are well aware that in real life you are not able
to see your inventory, statistics or anything like that. For
this reason, the Ul has also been criticized. However, |
personally believe that it is difficult to reach a balance in
which a Ul is operational, intuitive and easy to use and
that it is not disruptive.

13
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In order to complete my main objective, | chose to first
do some research on immersion and, with the knowledge
| gained in chapter 2, | made a number of decisions about

the game and the book:

The book would be written in first person and would
have a "spoken" style, i.e. using punctuation marks and
other resources, it would be written in the same way as
you would talk to someone.

The game would have as few Ul elements as possible
and limit the use of the loading screen to where it is
strictly necessary.

Following this rule, the information the player could
receive would depend on whether, in the real world, he
could get this information or not. For example: when
looking at an enemy/creature normally RPGs show level,
hit points (hp) or similar stats. While it is true that this
is a measure to guide the player, | think a game without
this kind of information would not only be possible but
also more immersive.

However, | do not pretend that the player is uninformed
or has little information. A player, especially a veteran
gamer, understands that the appearance of
enemies/creatures says a lot about their behaviour and
statistics.
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As a concept artist, it's also my job to reflect what a
creature looks like with its design. | think if its design is
good, just looking at it should send messages to the
player about what kind of creature it is and how it
behaves. This is where the consistency we mentioned
earlier comes into play. It doesn't make sense that a
round, very cute, pot-bellied little creature is a scary
enemy. It could be, of course, but then it would be giving
contradictory messages to the player, and although it is
a resource to take into account that if used correctly can
be an ace up the sleeve, doing so requires a knowledge
of game design that | lack and besides, as a creature
artist I'm not interested in doing this kind of thing. |
always design concepts based on the creature's abilities
and natural evolution to make it as intuitive and
coherent as possible, that is, as immersive as possible.

As | have said before, it is the details that at first
glance may seem imperceptible, which in the end
complete and consolidate the atmosphere of the world.

Seeing leaves falling in the forest, fireflies at night, or
different sounds as you pass over different types of
terrain. These are elements that we tend to overlook
because we have them so mentally digested that it
doesn't cross our minds to question whether they always
happen. These kinds of details are what solidify the world
and its laws.

Therefore, to achieve this goal:

3.1 Tasks and subtasks

e Concept Art and reference

e Book:
o Get Dungeons and Dragons and Anima References
o Choose Art Style
o Making Table of Contents
o Narrative Development
o Development of beings
o Layout

Video game/Demo:

GCet References of similar games.
Choose Art Style (3D)

Assets Modelling

Basic Code

Al and entity behaviour

VEX and lighting

O O 0 0 O O

Write final memory

Presentation

15
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Figure 3.1: Initial Planning (Gantt Chart)

3.3 Tools

e Paint Tool Sai: The design and digital art programme |
use par excellence. Although it's not as complete as
Photoshop, it's the one | feel most comfortable with.
The 2D art will be developed with this tool will be:

o Concept Art: Images and iterations of the process
when creating a character or animal.

o Character Design: lllustrations to be found in the
book, from animals and people to buildings and
landscapes. people to buildings and landscapes.

o Book Overlays: PNG of the stains on the pages, to
give the impression of an old book.

o Textures: Textures used for the trees and models in
the demo.

e Blender: 3D modelling software, very complete and
free. It has a very large community, and you can find a
lot of information about it, and it is very well
documented.

o Environment: Trees, grass, rocks, and every inorganic
mesh.

o Creatures: Organic netting, animals, and other
characters.

16




e Unity: Game engine that has been seen in the degree.
I'm comfortable using it, plus it has a lot of tutorials.

e Canva: Document editing software.
o Narrative Book

3.4 Resource evaluation

Resources used for this project:

e Computer:

Intel Core i7-10700 2.90 GHz

MSI| GeForce RTX 3070 VENTUS 3X OC 8GCB GDDRG6
16 GB RAM

Seagate BarraCuda 3.5" 1TB SATAS3

O O O O

RGCGB Harpoon Corsair Mouse

Tempest K9 RGB Backlit Teclado Gaming RGB

XP-PEN Innovator 16

LG 22MK400H-B 22" LED FullHD FreeSync

e Corsair HS70 Pro Wireless Auriculares Gaming
Inalambricos 7.1 Crema

Total cost of the physical resources: 2600€

Bearing in mind that the work | have previously done
has cost €15/hour, and the estimated hours of the project
are around 300, the total cost will be €4500. Plus, the
equipment costs we would have a total cost of 7100€.

3.5 Expected Results

e A book where the different legends and stories of the
chosen area are compiled, as well as various creatures
as if it were an exploration diary.

e A small demo in which the player will be able to
interact with the environment and be immersive with
respect to what was previously discussed in this
document.

17
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4.1 World Origin & Inspiration

This world, Halleggron, | had been working on it since |
was in the last years of high school and fortunately, |
could work on it more in the narrative subject. It is a
high fantasy world, it has its own laws and has a whole
series of characteristics and functions that do not match
the real world.

| took great inspiration from the high fantasy worlds of
Dungeons and Dragons as | have always been a fan of this
kind of games and of course RPGs.

4.2 Magic

In this world there is no magic per se, instead reality is

divided into 2 essences:

e A physical one (Ley), which is part of everything
tangible, both living and dead. Only 'magic' and those
creatures that are "non-physical" such as spirits do not
contain it.

e A "spiritual" one (Kruma) that is part of the "warp"
which only the gods and those who can "practice
magic" have access to. Not everyone is capable, and
among those who can, there are two groups:

18




e Sorcerers, who have this "right" at birth but
are bound to a specific way of altering the
Kruma that is conferred upon them precisely at
birth.

e Mages, who are not bound to any particular way
of altering the Kruma, but who require much
more time than sorcerers to reach their
potential. Mages learn and study how to alter
Kruma, so it takes them longer to do so, but
they can learn from various sources and are
versatile, unlike sorcerers.

While anyone can become a mage, doing so requires
someone with prior knowledge to teach their secrets, and
this is often quite expensive and hard to come by.

Usually, it is sorcerers who teach mages, but there are
also cases of mages teaching other mages. However, not
everyone has magical potential, that can be seen in the
same way that a person's ability to perform actions such
as memorizing or singing can be trained, but for those
who are more "talented", it will be much easier.

Being a sorcerer is a rare thing, it is not clear how or
under what characteristics sorcerers are born, many
studies have been done in relation to it and indicate that
it could be pure affinity or also by blood inheritance.

4.3 Geography

TREJUR

RADJAR
AHOTH

* L ATORIL
o

Figure 4.1: Hallegron map
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Halleggron is divided into 4 major continents:

o Radjar in the west. A territory with a temperate
climate in summer and cold in winter.

o Gentos, capital of the world that does not belong
territorially to any house and where the biggest
market of all Halleggron is located, making it the
socio-political-economic centre par excellence.

o The lands of the East, as the name suggests, to the
east. Divided into three territories. Each of these
territories is ruled by a different house. They are
cold lands that know no heat, only the lands to the
west on the coast enjoy some mild weather in
summer.

o And finally, Teagan, the southern continent, the land
where the game demo is set. This is the warmest
land of all where the fertility of the areas is very
remarkable for agriculture and has very extensive
areas of immense and dense forests.

4.4 Religion and Paolitics

"At the origin of the empty world there was an entity,
Haleggron. It was time, earth, water, light and darkness,
life and death. It represented the whole, existence itself.

Haleggron possessed everything and at the same time
nothing. He possessed sadness;, he was alone before the
immense nothingness. He divided his power into 7
eternal beings, to whom he gave consciousness and
faculties, so as not to be alone. The first and oldest he
endowed with knowledge and spirit, so that he could
understand and learn, he called him Sephir. To the
second, he bestowed his endurance and determination,
so that he could protect that which was most precious,
and Viljer was his name. He bestowed his cunning and
ingenuity on the third, Jalnost, so that he could solve
any riddle. The fourth being was given the name of
Krenagos, with his strength he could break down any
obstacle, and Bolhur, the fifth, was given the ability to
sense and spread his happiness to those around him. The
sixth, Aldus, would spread vitality wherever he went, and
the youngest, |Ikram, could create incredible tools with
his hands.

20




" Haleggron, after giving life to these beings, gave them
the void and said: "l give you all that | possess so that
you may turn what | give you into a world in which you
will be happy. As he said this, he vanished and split into
2 orbs, 2 essences. One, Ley, covered all the existing void
and the other, Kruma, flowed through Ley and divided it.
In the centre of the world, an obelisk was erected where
the gifts of Ley and Kruma were kept. The resulting
world was named Haleggron in honour of the entity that
gave them life."

Not everyone believes these stories, so there is a wide
range of beliefs among the world's inhabitants. Some
worship the old gods, others believe they are just
children's stories. There are also those who believe that
they once existed but have disappeared, but they do not
worship or pray to them, they are only aware of their
existence.

The political situation is under constant tension. The
territories, except for Gentos, are ruled by seven houses.

e In the western lands:
o House Qoyan to the south, with Bardos as its capital
city.

o House Kalarz to the north of Radjar in Alcides as the
main city.

e East, from north to south:
o House Arthanos, in the colder lands of Halleggron
with the mining town of Meinhard as its capital.

o House Vulkblood in the centre of the continent with
Kaios as its capital.

o House Gavran in the eastern forest territory, with
Fardar being the capital city.

e In the southern continent:
o To the west, the Jelenhort house, being the main
farmers and exporters of food and drink with Brinja
as their capital.

o To the east, in the lusher forests of the territory, the
house of Hevislang, with Ayonil as its capital.

The vast majority of houses are quiet, but some have

disputes with each other, and in earlier times there have
been wars over territory and raw materials.

21




4.5 Teagan
" Teagan is the territory where the game is set and
where the author of the diary (the aforementioned book)
grew up. In the book you can find about Teagan
described by the author himself in first person and
where he explains his experiences and the information
he collected.

22
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5.1 Inspiration and first approach

The narrative, much like the world type, was inspired by
Dungeons and Dragons and series such as games of
Throne and games like World of Warcraft.

5.2 Book Narrative

The narrative of the book is different from that of the
game. Although both deal with the same world, we could
consider the book as an object that the player could get
inside the game in his journey through Teagan. Where he
can get information about the territory.

The intention is to achieve a writing with a first-person
narrator with a completely subjective discourse based on
the author's experience, an explorer who at no time
makes it known whether he is alive or dead.

In this way the player may or may not blindly believe
what the writing says, however, as this is intended to aid
immersion, the knowledge the player gains are recorded
in a personal (player) diary and this knowledge is
reflected in the game by unlocking features.

23




_ 5.3 Game Narrative

| wanted the narrative of the game to be one of the
most important and main resources and mechanics, so
that the player would be attracted and rewarded to
explore and learn a little more about the world and its
history.

An example of narrative as a resource and mechanic has
to do with the scarce Ul and information mentioned
above. If the player were to encounter a beast he does
not know, he should be guided entirely by its appearance
and way of moving, just like life itself. However, if the
player had talked to someone, found some document or
somehow unlocked information about the beast in
guestion, it would appear in the journal, giving
information to the player about e.g., behavior patterns,
diets, what time it hunts or sleeps etc. Giving the player
key information to be able to deal with the creature.
Also, by observing behaviors or killing the creatures,
these journal entries can be unlocked.

This applies not only to creatures or beasts, but also to
characters or areas. For example, if the player had
listened to a conversation between two NPCs where they
talk about a legend or a secret, the player would unlock
that dialogue option giving the player the chance to
discover more of the story and have more access to
information. The NPC could be threatened to tell the
secret to others and thereby gain their favor or the NPC
would owe the player a favor.

5.4 Main Character

The player is a mage of great abilities, so the player is
given the option to learn various ways to manipulate the
Kruma. He is a traveler who is entrusted with the mission
of collecting the relics of the ancient gods, formerly
disappeared but awakened long ago. The player will have
to make use of the aforementioned narrative resources
along with his own combat skills and intelligence to be
able to handle both.

24
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6.1 Synopsis
Halleggron is an open-world ARPG where the player

Mmanages a talented magewho must carry out an
important mission for the development of the world.

During the game, the player will roam the world and
meet all kinds of side stories with narratively rich NPCs
that will feed and grow the immersion of the game with

details such as those discussed above and information as
a main resource.

6.2 Game concept

The whole idea of the game was inspired by previously
mentioned games such as Dungeons and Dragons, Skyrim
and World of Warcraft. | intended to create a living,
breathing world that would encourage players to be
explored and discovered, not just do the main quest. It is
intended to create a game that rewards players for.their
curiosity and completely immerses players in a fantasy
world.
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. 6.3 Key features

Halleggron has several key features that enrich the
world and its gameplay:

e Hallegron: the game world, a complex world, both
narratively and code-wise, where the player is given a
wide range of possibilities to act.

e Information as the main mechanic: It compels and
rewards the player for his concern for the world and
curiosity. However, it does not punish the player for
not exploring the world, but the reward for doing so
should be enough to incentivize the player.

e Customizable combat system: just like Skyrim, the
player can fully customize his game experience. Even if
the player is a mage, nothing forbids him to go with
swords or bows and totally ignore magic. Magic is just
one more way to choose where the player has the last
word.

e Camera: A first-person camera that favors the player's
immersion.

e Graphics: although an easy way of immersion would be
with hyper-realistic graphics, as it is a high fantasy
setting, the stylized style is somewhat closer, in
addition to maintaining coherence with the world.

6.4 Genre

This is an ARPG. An ARPG is a type of genre variant of
RPGCs, which stands for Action Role Playing Game.
Other games with of this genre are Skyrim or The
Witcher.

6.5 Target audience

The players to whom the game is directed, following
Bartle's model, would be those players who identify
themselves as Explorers. Since the game was build
around my own personality and preferences the target
players are players like me, who like to observe and see a
live world.

6.6 Platform

Halleggron will be only playable on PC. Since the combat
system around magic involves a specific keycode it would
be difficult to implement it on other platforms.
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7.1 Core gameplay

The core gameplay of Halleggron is to fight enemies,
explore the world and discover the narrative that
involves it while levelling up, learning magic, and
discovering new ways of combat and progressing of the
game.

7.2 Game flow

Since the game is an open world, there is no “correct”
way of playing it nor exists an order to go through.

The main gquest is linear and is the only exception of
the above statement, but this doesn’'t mean the player
must succeed on the main quest to play the rest of the
game.

The player can go through the secondary quests and
narratives without even touching the main quest, but as
the main quest is the core of the game, it can not be
finished if the main quest is not finished.




. 7.3 Gameplay & mechanics

The player will start with basic equipment and will
progress with the narrative to unlock more powerful
mechanics, magic and weapons.

The main mechanic is the information and the capacity
of obtaining it (as stated above). Ways to obtain
information are:

e Talking to NPC
e Killing monsters / creatures
e Discovering books, journalls, etc

The main qguest sends the player through all the world to
recover the ancient gods’ relics. To do so, the player will
have to fight them to gain the access to it. Once
defeated, the god will grant the player their powers,
unlocking new mechanics and other narrative quest

7.4 Movement and controls
e W,A,S,D: Move

e Shift: Run

e Left Alt: Sneak

e Space bar: Jump

Mouse: Camera orientation
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Since both the game and the book are settled in
Teagan, all the images bellow are from the southern
continent.

8.1 World Concept

Once the worldbuilding was finished, | used Pureref to
organic all the inspiration images from fantasy forests
similar to what | was going for, so it was easier for me to
use them.
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9 was sure, the Teagan forests where lush forests, with
e tall and intricate tress with lots of moss and vines
covering them. Almost as if humanity never existed.

Since the gods awakening, these forests started to
emanate Kruma again. This territory in specific is under
the dominion of Aldus, God of Life. The main intention
here was for the player to feel little and useless in front
of the giant trees and vegetation.

In order to accomplish this, intricated and curved trees
were, in my opinion, the best | could use for that, not
also because they are less plain but because they feel
more alive than the classic straight ones.

Figure 8.2: Tree Concepts

The colors were also chosen among the ones of the
figure 8.1 images. Greens but not too saturated since it
would be too “toon styled”.

Figure 8.3: Concept Color Palette 1
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8.2 Creature Concept

The creatures of the forests are both real creatures we
find in our forests, like deers, and fantasy creatures.
Since the forest is controlled by the God of Life, Aldus,
they vegetation has also become part of the animals too
and | decided to mix animals and plants.

These kinds of creatures are called elementals, which
are imbued in Kruma (Aldus Kruma since he rules here)
and are neither vegetable nor animals but can use magic
and thus are more powerful than normal creatures.

Figure 8.5: Creature Concept (Jade Deer)
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- INITIAL SKETCHES -

Figure 8.6: Cirecail Concept (Early concepts)

- COLOR VARIATIONS -

Figure 8.7: Cirecail Concept (Color variations)




i

Figure 8.8: Teagan Salamander Concept

Figure 8.9: Posible animal specie (codeName: Bonifacio)
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9.1 Vegetation

The vegetation assets were made on Blender. The trees
were made following a tutorial for stylized trees, the
grass and animation of them too. All of them count with
LOD. Only LODO has animation, this is accomplished by
changing the shaders of the leaves since the trunk of the
tree remain with the same polycount through the LOD.

Figure 9.1: Green Tree Variantl (LODO)
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Figure 9.2: Green Tree Figure 9.3: Green Tree
Variantl (LOD1) Variantl (LOD2Z2)

The Polycount of LODO is 6k triangles, LODI1 is reduced
to 3k, and LOD2 to 1k. This is accomplished by reducing
the leaves count, which are created by a particle system
and converted later to mesh and scaling them up to
trying to cover the same volume in all LODs.

Also, only the LODO has an animation, the animation
will be explained in the 9.3 of this chapter.

Other variations of the trees are:

Figure 9.4: Green Tree Figure 9.5: Green Tree
Variant2 (LODO) Variant3 (LODO)
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®The main difference between them are the textures

eUsed in the shader (will be explained later).

The tree figure 9.5 is the same as the 9.1 but the shader
has different colors. This will create an easy way of stop
repetition in the environment.

The grass was made using a similar method, since only
LODO has an animation.

Figure 9.6: Grass (LODO)

9.2 Creatures

The deer was made with a prefab set from Skecthfab
which came with three animations ( idle, walking and
run). The material was also changed, since the prefab
came with a different style and the colors and texture
was realistic so | painted the model according to the
color palette obtained from the PureRef images (figure

8.1).

Figure 9.7: Deer Model
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9.3 Shaders

The shaders used where different depending on:

o Whether the model was a LODO, or others. Only the
LODO have animations since this helps to improve
the game’'s performance.

Precision
- Target Set

= [ -

Figure 9.8: Grass Shader (LODO)

Main Preview

Figure 9.9: Grass Shader (LODO) preview
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Figure 9.10: Grass Shader (LODT)

Main Preview

Figure 9.11: Grass Shader (LOD1) preview
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The demo showcases a limited space of the Teagan
Forest, limited by mountains.

Figure 10.1: Demo Terrain

The mesh is created with the terrain properties of
Unity.
With the terrain comes a NavMesh which is the
responsible of the pathfinding of the creatures such as
the deer. All the entities, except the player, have
attached a NavMeshAgent, that allows them to move
through the mesh.
All the creatures inherit from ‘Entity’ class wich contains
the basics variables that every entity (creature, enemy,
etc) needs which are:
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o The perception: float that measures the awareness
of the animal. The higher the possibility that the
entity has to spot the player.

o Perception Radius: The area in which the entity
starts to notice the player. Outside this area, the
player becomes invisible to the entity. This allows to
play with the different types of animals and made
them customizable and scalable.

The entities are also controlled by a Behaviour Tree.
This Behaviour tree is scalable and customizable so it can
be used to create several behaviours for different
animals. Thus, by mixing the behaviour tree and the
Entity class, the creatures have unlimited possibilities
since the base is already built.

Some examples of the demo graphics:

, Wbt m’i"ﬂ'}.u .
e ¥ ".-;".“ Biibye
il SR (O

MV gk

Figure 10.3: Terrain Close Up
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9N the demo, the deer will wander around an area within
ed radius stated on the script if the player does not
trespass the deer perception area, once the player does
it, the deer will start to flee and won't stop till the
player has exit the perception area again.

In addition, the demo features an in-game time system
that works with the local time of the player's computer.
Depending on what time it is, the lighting of the
environment changes, and with it also changes the state
of the day partOfDay (it is an enumerator) and this also
alters the behavior of the animals and creatures and also
of the VFX.

Fireflies, for example, only appear when partOfDay =
EVENING or NIGHT. When it is morning or afternoon, they
disappear and give way to the sun's rays. This system, as
| mentioned before, is not only applicable to the VFX but
also to the creatures, and can add a lot of detail to the
way they behave, such as sleeping at night and only
being active in the morning.

10.1 Post Processing

Post processing was necessary to wrap up the ambience
and environment and also the help the immersion.

Fog, White Balance, Tonemapping, Bloom and Color
Adjustments have been use to achieve a better
environment and ambience that changes depending on
the local time.
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CONCLUSION

CHAPTER

Immersion in videogames is not easy to achieve. There
are lots of different things that may seen useless or not
necessary but the details and little thigs are what makes
the immersion better.

Contrary to all believes high quality assets are not a
must, furthermore there's no co-relation between high
guality assets and immersion.

In fact, coherence is the only thing someone will need if
anyone wants to create an immersion experience. What
we, as players tend to forget, is that every game is a
different experience, and not every game is for everyone.

But every game has been created for different purposes
and that purposes maybe don't meet your own criteria.
But we must not forget that videogames are experiences.
Whole worlds alive that interact with the players that also
allow the player to interact with the world. That is what
makes videogames different from any other media,
interaction.
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PENDIX

BEHAVIOUR TREE CODE

The behaviour tree is made with the class "node".

The nodes contain functions as clear, and getData that
allows the nodes to communicate with other nodes. Also,
the nodes have a state, which can vary from RUNNING,
SUCCESS and FAILURE which are the responsible of the
functionality of the tree.

Then, there are two special nodes, the Selector and the
Seqguence. The Sequence, will have a sequence of nodes
and if any of them fails, then all the sequence ends.

Then of course, the Behaviour Tree constructor, which is
quite simple. It has a root, and an update method.
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PENDIX

TEAGAN ADVENTURER'S DIARY

This diary is a proposed book that could be found by the
player in the game itself and contains information about
the area.

As mentioned before, information is the basic resource for
this videogame so the books, scrolls and texts would be
accessible from a menu so that the player could read
them carefully and thoroughly.

Enlace lectura del diario
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Jade Deer

Jade deer or Wild Jades are
almost mythical creatures. They
are not easily seen, when they
notice a threatening presence
they ﬂe?. The few sight‘ings that
have existed of these animals
have been in the deepest areas of
the forest. It is not clear if they
are diurnal or nocturnal, but
more sightings have been made
during the day.

As their name suggests, these
deer have jade crystals and ores
in their body. After more than
130 years of trying to learn more
about these specimens, it can be
(_;Url(_:luded tl’l'clt not ﬂll mint‘mls
from all deer have the same
characteristics. Each deer has
unique characteristics chac they
do not share with the rest,
however, the most common area
where they appear is in their
antlers and legs and they rarely
appear in the%m'm ofa ¥1om on
the forehead or scattered
throughout the body as it they
were embedded. Their tur is
sreen and they camouflage
téiﬂemselves very well so that it is
almost impossible to distinguish
them if they are not observed
correctly.

The jewels of the Wild Jades are
known as the name of the animal
itself. It is believed that when the

Heal Wounds: Forces the wounded creature's body to heal its
wounds using the wounded man’s life force. If the creature cannot

gods awoke, the essence of Aldus offer the necessary Will of life force, it may dic of eXHAUSHOR O,
interewined wich chat of %355 B R : N
common deer, giVil’lg rise to this Ithough this ability has been observed by doctors and alchemists

e L T o crvenals the when studying its crystals already exrracted from the animal, itis : .
v Sy s Y believed that the adverse effects disappear if the animal itself is used, 2
carry are highly coveted in

o however, this has been until now impossible to achieve since if it is f '
alchemy and medicine, as well as not They extract the minerals from it, the deer is the one who Y '
being an excellent and highly —=controls thespetls-amd-it-hus nor been possible tora-wild Jade o = =
valuable hunting tI’OP}ly. : heal wounds observed by humans. L e 30 ' e
However, it is estimated that not ; _ ] Bb .
Ao e CryStalS Kaie Aura: Serenity: Anger, sadness, and fear disappear from all. - R —

E es i creatures around the crystal area. RS RO T st | . )
O _ This effect is created by vibrating the crystal ac a specific resonance. y* ;
Th_ey are materials that require Currently studying to find a way to remove only the desired = = .“%‘ :
refinement and not everyone can  ——emotions-withoutbreaking the jade: - e 2 et
use them. Improper use of such a LRSIl A 5
rire and precious Commodity Verdant Breeze: (Can only be cast at night Hema_a]ade S-;oriia) A oY
gently breeze wraps up all iving creatures in the. near.by arcar @ S I

could brm% o from ealing mental and physical illness alike, and asin - 24

the council of the alchemical Healing wounds. the effectiveness involves the energy of the = % | »
SChOOl 0{' Ay()nll. [m‘getg_ i R PO A s -

R —— — — - -— — e -— - ‘_. ——e— .:_. _'_‘.‘_‘... -
Although Wild Jades has not been seen attackimg a hurdn. being so
far, we do not know if they have combac abilities of capabilities. *
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Cirecails range from 10 to 30 cm in height and are about the size of medium-sized rodents such as
rabbits. Some of them may have membranes on their front legs that allow them to fly. The horns
of the Cirecail have great variety and these seem to be hereditary, that is, the shape of the horns

depends entirely on that of the parents.
They can stand on their hind legs and use their tails to ltlar_tln%I from branches. Their skin is covered

with long, tiny feathers, so much so that it looks like fur. The colours vary depending on the area
in which they are found; white wild specimens have been observed in the northern continents to
camouflage themselves in the snow. 3

Their claws and light Weight allow them to climb vertical surfaces, as Iong as they are not smooth,
They also have darkvision.

Cirecails are known as pests thmu%hout
Teagan, however, they are also welcomed in
torefgn lands as pets. heir diet brings theit to e S ———————
farm telds and small villages. and they live in Immunity to poison: Cirecails are immune to polson, or very
$2ES,

. : resistant. Their diet based on mushrooms and roots means that the
= small Lt AJthough they are considered a older the Cirecail is, the more resistant it is to poison. What might

Fesz because of the humber of Specimens be lethal to a human, a Cirecail can perceive as a mere trickle. This

3 ound, they have edible meat, not VETY Casty makes them very difficult to exterminace, especially if the colonies
but which has allowed numerous settlements are very large and farmers must be more... imaginative and creative
to survive in famines and their fur has been L _w.ith_thcsctﬁ{ntlc:_anunals._ T R v e e ey

; used as stufﬁng for pillows or tor wincer oy U ) i

' .clothin ! Dark Vision: Cirecails have night vision, they are not able to ,
Cirecai%are B it B a ardebreak dlscg‘m ‘colours but shapes. They practically see in b!ack and white

e but it gives them a great advantage for hunting at night.

down the toughest rooes with their saliva.
?Becal_sf of this, 1t has been nearly 1mp0331ble to.  Flight (some): Not all are able to fly, and those that do, are able to
s “contain them without the use of traps or __do so thanks to membranes that extend from the side of their
violence. abdomen to their claws. They are very rare specimens and are
hose Cirecail with wines are extremely rare usually used to pass information and deliver small objects.

nal arebi‘apl:ured and. 801’1 oy ansm?mgj They are very reserved and do not usually approach humans. They
RO CheOr d1f (LAINCA ASTHCSSENPET AN, 510 very fast and it is almost impossible 1o chase one. However, if
‘hey @e very flexible and can SCurry and fit bred in captivity, they prove to be very loyal pets and a greac

Vegy small places. _playmare tor children. '

~






