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	Environment Narrative

	Cavern City explores a place where both the ancient and the fantastic have come to rest, but time hasn’t destroyed, only forgotten. Ragged caverns and snaggle-tooth stalagmites transform into a sprawling city, displaying architecture influenced by both the Mayan and Aztec cultures. However, great expanses of the once sprawling society are hidden or overgrown with moss, vines, and other vegetation. Entombed underground by the surrounding cavern, a strong ray of light from a pit hanging high above the structures casts the outskirts of both the city and the cavern in shadow, while illuminating the city’s main temple structure in the center. Yet, buildings hanging from the top of the cavern can be seen, huddled around the light. Foliage and wildlife have a strange and unexplainable luminescence, which adds to the mystery of the city that time forgot.


	Environment Description

	The look of Cavern City is centered mainly around that of a lost, ancient civilization. The first feeling that should be received upon entering the cave is a strong sense of awe at the wonders inside the immense cavern. The player looks around to find himself surrounded by a world previously unexplored and strangely well-kept despite its obvious age. This is followed by feelings of both serenity and curiosity, stemming from wandering around the city and eventually finding the civilization’s main focal point--the center temple. There is nothing menacing about the city’s immense size or the caverns hanging above. Only an underlying sense of melancholy or loss for the people that once inhabited it.


	Architecture style and period

	Ancient Mayan and Aztec Architecture
· References taken from cities of Chichen Itza, Uxmal, and Coba
· Large, four-point pyramid, temple structures 
· Emphasis on symmetry in both cities and buildings
· Long stairways leading up the center of pyramid structures
· Heavily horizontal emphasis on facades [very few rounded edges or diagonal lines] 
· Ornate friezes on the sides of buildings
· Cobblestone bases
· Rectangular doors and windows


	Lighting description

	There’s a single, strong light streaming in through the hole at the top of the cavern. The hole casts a very strong ray of light down upon the ground of the cavern, making everything directly in the path of the ray glisten brightly. It illuminates most everything in the cavern with a cool blue-green ambient light. Luminescent butterflies and trees also illuminate the environment, though not by very much. The main source of light will stem from the rays above, while warm shadows blanket everything out of sight.
 

	White balance
	Film Type: Outdoor
Primary source: 
Type: Rays of Sunlight
Degrees Kelvin: 5000K
Secondary source: 
Type: Water Reflections
Degrees Kelvin: 2000K
Tertiary source:
Type: Butterflies and some vegetation
Degrees Kelvin: 1700K
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	Lighting color pallet
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<-- Primary Light is Blue, Secondary is Green. 

	materials and texture description

	Textures will include a dirty sandy limestone, fluorescent moss, various textures from trees and vegetation and the gray dirty walls of the cave.


	Environment color pallet
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<-- Primary is Red, Secondary is Orange

	Art Guidelines
	Art Guideline are key rules an artist can follow to help establish a consistent look during production.
1. The primary objective is to establish that this player has discovered something both magical and mysterious. The player should not be frightened or unsettled by any of the features. Instead, the level should insight some fascination. 
2. Though we’re bouncing between both Aztec and Mayan styles, make certain that the building structures are not trending towards any others. As mythical as this place is, it’ll just be simpler to stick to one aesthetic, rather than adding in a bunch. 
3. Not all vegetation has to glow. Only focal points around the temple and things that will otherwise guide the player [butterfly] and such. 
4. The most detailed structures need to be the ones we know are going to be seen. Anything that is going to be cast in shadow or overcast with mist [such as the upside down temples and further city limits] should be kept to a reasonable amount of detail. 


	Model asset list
	Below is a list of all the required objects that you are going to need in your project. List all and give a brief description for each. You may include any thumbnail sketches or a small reference image from your art bible. Note: Images should be no bigger then 150x150 pixels with a 72 DPI. There is a total of 25 required objects that will need to modeled. You will need to start modeling these objects by unit 3 in order to finish them on time.
· Terrian 
· The terrain will be the inside of a deep cavern. With rock floors, walls, and ceiling
· 1 focal object, primary structures
· The main focus of the level will be an Aztec style temple that will tower over all the surrounding buildings. Further emphasis will be placed upon the structure through a stong beam of light streaming through the hole in the ceiling above it
· Secondary structure
· In the area in front of the primary structure there is a city that will be a residential district to one side. 
· The other side will contain a market place which will allow for a diverse styles of buildings.
· Tertiary object
· 3 variation of Trees or plants or shrubs
· Palm trees
· Ceiba trees
· Strangler Figgs
· 2 lighting fixture
· Holes from openings in the top of the cavern ceiling
· Some luminescent plant life and butterflies.
· 3 Miscellanous object 
· A lift to the upside down structures 
· Old boxes 
· Broken pottery
· Miscilanious ruined machinery
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