
3D Environments Proposal 
 

Synopsis 
 

Since my presentation the concept for my game has evolved further.  
 
Key Changes: 
 

• The game will be developed in photorealistic style rather than cel-shaded  
• The original concept stated that the futuristic world was in the 25th century. 

However, the character wakes up at some point in the future with no 
specific date or time given.  

 
 
You were killed in the late 17th century by a powerful dictator. You are then 
brought back to life in the future, in a town called Westgate. There is a civil war 
raging in Westgate between Mages, Ninja’s and Samurai Warriors. Each clan has 
taken to using robot suits or robotics to help their battle. 
Instead of being able to create what your character looks like, you get to choose 
your preferred style of combat.  For example, you can be a Ninja who sneaks, a 
Samurai using sword combat or a Mage who focuses on the power of magic. 
Once you have chosen your fighting style, your characters look will change. It will 
also change a lot of the story…  
There will be three main villages and other land in-between:   

• In the Mage city, there will be slums and a Mage center. There will be 
great use of metal in this place.  

• The Samurai village will hold no metal apart from their robotics. It will look 
much like an old Samurai village.  

• The Ninja village will be just an old looking village with some future tech 
added. 

 
 All the environment and characters will be photorealistic. I changed it from cel-
shaded because I felt that photorealistic would fit much better with what I’m 
doing. 
My game idea means that I will have to create environments for the 17th century 
village, where you once lived and then died. I would also have to make the three 
main villages. I think that the Mage village will be one of the most difficult to 
develop. This is because I have to not only make the slums, but I will also have to 
make the Mage center. The Mage center is going to have weaponry on the top 
and will be made heavily out of stone and metal. I am also thinking of making an 



arena, of which will be used to level up your character and learn to use new 
weapons and skills. 
 

 
Objective 

The design of my game allows the player to have more control over their 
character. By letting them choose their style of gameplay allows them to have a 
more personal gaming experience. Having my environment photorealistic allows 
it to seem more real. 
 
My target audience is of those aged 16 plus. My game will appeal to those of the 
lower age group due to the realism and also the customisable aspect of it. It will 
also appeal to those of the higher age group due to the gameplay and the fighting 
element.  
 

Structure/Constraints 
 

For the most part I will be making my environment in Cinema 4D. I will attempt to 
construct several one shot renders. Then I will design an animation passing 
through a building. 
I will use various techniques I have learnt so far and will also study tutorials on 
basic Cinema 4D techniques.  
 
I will be using a lot of my own shot textures, which I will take over time. I will also 
use textures of which can be used without breaking any copyright laws. If I am 
looking to find textures online, there can be legal constraints, such as copyright. If 
I were to use a copyright image, I would be liable for using an image that isn’t my 
own. 
 
Due to the location of the setting I will take photos of buildings and raw materials, 
such metal and brick.  
 
Since the characters you will be up against will mostly have masks and be 
covered in robotics, hopefully there won’t be any discriminatory problems. 
However, I am going to include Samurai in my game, which you can be against 
and kill. So I will have to take measures to insure that this doesn’t offend people. 
 

 
 
 
 



 
Visual Design 

 
The Ninja village will look a lot like a village from medieval times with some 
materials changed into metal. It will be the smallest village in the game. 
  
The Samurai village will look like a typical Samurai village that you would find in 
the 17th century. This is because they didn’t take up the offer to change their 
village. Instead they changed their armor and medicine. There will be some 
aspects of futurism, like they will have a guard tower with Mage-Powered guns. 
The Mage village will be the largest of them all. It will have the slums, where 
people are happy but live in bad conditions, and the Mage center, which is where 
the Mages train and become stronger. This center will have an array of large 
Mage-Powered guns placed on the top. 
The arena I was planning on building would just be like a gladiatorial one. It would 
have sand for the floor and be made greatly out of wood. 
The closest things you could compare my environment to is probably “The Elder 
Scrolls V : Skyrim”, this is because of the medieval feel used in this game. 
 
 
 
 

Look And Feel 

 
This is a sketch I did of what I think the slums in the mage village will look like. 



 
 
 
 

Technical Specifications 
 

I will be using various different techniques. This includes spline modeling, 
animation and various other techniques that I will pick up and learn over the 
coming weeks. The game will have a high poly count; this is because I want to 
make it look photorealistic. The output size is (hopefully) going to be 1080p. 
I will probably save some of my renders and then Photoshop them to enhance 
the look, because I have found it very difficult to make a background on cinema 
4D. 
 
The final environment should be completed by the 21st of October and then 
posted on my blog for review. 
 


