


Researching composition is kay. Differant compositions tell differest stones. it's important thet yeu tell the nght story weth your key art
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When looked st globally, sach level needs to contnbue to the bgger prctere with its own distinct meod. Color scripts are usefsl for not only informeng
ightang possibdities, but also easering that the moad of the levels corresponds 1o the beats of the story narrative. it also helps to see wheve a levels
idensty can bo pushed in a parSodar directon
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The Arbaretsrn, which is artificial yet natural, exhibits a beausful
dualty—a common there oa the station. Geographically itis located
atthe top of the stabon, much like a jewel on a csows, and fun cbions
a3 8 hub that connects many executive areas of the station. kis also
both an axpenmentsl and recreational space.
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Not just 8 green space, the Arboretum festures strong Neo Deco elements, such as the greenhouse, which hosts many botanical experments




For the mood, we aimed for an eene smbience. To achieve this we tried to emphasize contrasts the Deco versus the organic, the luoary versus the utiity,
the sunight diterad through the bizarme trees found all around All of the coatrasts play agamst each other for an unaenang and snigee mood




A major feature of this level is the Magnetosphere room. The staion generates 2s own magnetesphere to protect inhabitants from cosmic radatien. The
need for this mposing machine © be part of an exploratie puzzie slowed vs to design it dowa to the smallest detail,
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Hardware is the ste of 3 najor exploso
discovered as we tarated on the level

n witnessed &t the beginning of the game. The explosion presented some fun storyteling possibilities that

we




This plsce s & secwred research space, betirs also public facing. An array of human activity and storyteling occurs here, which helps us show a lot of
costrast in our themes—ulra-steriized labs next to wanmn human spaces
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tlosed positon for Fesllectusl sk

SKILL SCANNER

The skil scanner is a device esed to record the exceptienal takents of
indwiduals, whech would later be encoded into marketable neuromodsa
We waated the moion and fusetion to be clearly imphed inits design
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Even in large maps i's inportant for us to constany have hunanizing elements. These are great for helping the playe
poses of these large spaces, bat also helps to establish scale through level of detail
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wity booths are & recognuable festure in many leve grity I8 8 recerming ndary theme $hat is evidest in & vanety of props, weapens, and
environment ait. This prowdes a constant remiader that TraaStsr keeps & closa eye o its employees.




