
Art & Style  
Guide 



General Pg 2 

Panda LE - Summer 2010  
Art Overview 
The art component of this project serves two purposes.  First it will demonstrate the newly created 
functionality of the programming component of this project the level editor.  Second it will showcase 
what the Panda3D engine is capable of visually.    
 
The basis of the world design is Prize Island which is used in the National High School Gaming Academy 
as an exercise in game design.  The information that defines the world is in 3 documents which 
describe the island from the viewpoint of 3 tribes that come to the island to compete. 
 
Basically the island is divided into four regions, one for each tribe and then a central region that the 
tribes are competing for.  There is  one path from their starting point that diverges into two which then 
reconverges at the center of the island.  Each region has 4 separate sub-regions  which includes the 
beach that they landed on.  Each sub-region is distinctly different from the other sub-regions in terrain 
and in some cases climate.  There are 14 separate sub-regions  ranging from mountains, swamps, 
graveyards and forests. 
 
Special attention must be paid to the transition between different sub-regions.  Our goal is to make it 
seem that this whole island one large piece.  The sub-regions and their placement on the island is 
somewhat arbitrary and we need to make it feel like each sub-region and its neighbors should be in the 
spot where they are located.  Focus on the transitions between these regions helps create that illusion. 
 
Our first goal is to demonstrate the capabilities of the level editor that is being developed concurrently 
with this environment.  To that end we are creating things in a modular way.  Each sub-region will be 
loadable by itself and the various vegetation and other props in that sub-region will be available to load 
individually as well.  Additionally the basic terrain will be generated in engine by using a grayscale 
height map.  At the end of the project all of the meshes, textures and other items developed for this 
world will become the basis for the built-in library that will be released with the final level editor. 
 
As was mentioned before we are trying to demonstrate the full capabilities of the Panda3D engine.  
This means that we need to include items such as glows, shaders, and other features that the engine 
has to offer.  We expect to include the following items as part of the environment we develop: 
¶ Glows 
¶ Shaders 
¶ Normal Maps 
¶ Bump Maps 
¶ Multi/layered textures 
¶ Fog 
¶ Baked Shadows 
¶ In-Engine Shadows 
¶ Alpha Maps 
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Style Overview 
Stylistically we have chosen to emulate Oblivion and Knights of the Old Republic. We feel that these 
two games are both artistically similar to the type of environment we are creating but also demonstrate 
similar technical capabilities that Panda3D has to offer. 
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¶ Beach 1 
¶ Mountains 
¶ Forest 1 
¶ Sand Dunes 

 
¶ Beach 2 
¶ Plateau 
¶ Lava Field 
¶ Graveyard 

South Region (Starlight Order) 
¶ Beach 3 
¶ Forest 2 
¶ Swamp 
¶ Maze/Ruins 

Central Region (Temple) Ocean/Terrain 

Environment Overview 
The environment is divided into 5 separate regions.  Each of these regions have sub-regions or 
definitive assets that need to be generated for each region. There is a color associated with each region 
and those colors will be used through the rest of the document. 

Beach 1 

Beach 3 

Beach 2 

Mountains 

Sanddunes 

Forest 1 Graveyard 

Lava Field 

Plateau 

Maze/Ruins 
Swamp 

Forest 2 

Temple 
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Beach 1 
Beach 1 is modeled after the black beach in San Diego.  This is a mixture of black sand and regular sand 
creating interesting patterns.  This beach is the one leading to the mountains. 

Research 

Concept Art 
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Mountains 
The mountains are described as  the tallest mountains on the island with a path going through them.   
These mountains are supposed to block most of the light and cast horrible shadows .  This means the 
path going through them is less of a mountain pass and more of a cut out path. 

Research 

Concept Art 
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Forest 1 
Forest 1 is  located next to a graveyard and has 9 trees with tree spirits.  The design for this area will 
include 9 larger specially designed trees that look similar to ghost eucalyptus trees.  The rest of the 
forest will be filled out with lesser trees and other vegetation. 

Research 

Concept Art 
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Sand Dunes 
The sand dunes  are modeled after a variety of different types of deserts, most notably the Sahara and 
Painted Desert in Arizona.  There are 6 quicksand holes in the dunes.  Partial columns or posts similar to 
what is found in the maze/ruins sub region will be strewn about this area for transitionary reasons. 

Research 

Concept Art 
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Beach 2 
This beach is modeled after pebble beaches found in the Northeastern United States.  This makes sense 
visually since the beach itself butts up against the plateau region.   

Research 

Concept Art 
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Plateau 
The plateau has  modeled look to it, potentially was once a huge tree but is now petrified.  This 
provides adequate reason why there are stairs carved into either side of the plateau.  The stair on the 
beach side will be a switchback and the stair on the other side will be cut directly into the plateau. 

Research 

Concept Art 
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Lava Field 
The lava field has 5 lava geysers and the area is described to have poisonous gasses spewing forth.  
Obviously lava fields and volcanoes are good reference, but water geysers such as those in Yellowstone 
also provide inspiration, especially in the transition areas around the field. 

Research 

Concept Art 
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Graveyard 

assume that the graves themselves are ancient in its styling and there are 6 or 7 important graves 
among others.  These gravestones will be adorned with  phosphorous glows in specific patterns. 

Research 

Concept Art 
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Beach 3 
Beach 3 is modeled after beaches found in the carribean.  They tend to be very sandy, and white  which 
give way into a forest or other undergrowth quickly.   

Research 

Concept Art 
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Forest 2 
Forest 2 is modeled after forests found in the southern US due to its proximity to the swamp.  This 
provides an easy transition between the two sub regions. Assets will decrease in complexity the farther 
away from the path you venture until just planes are used.  Planes will also be used for the canopy. 

Research 

Concept Art 
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Maze/Ruins 
The maze/ruins sub-region is based partly on Angkor Wat ruins in Cambodia and partially on a maze in 
the move Labyrinth.  This provides a nice transition between the ruins and the forest. 

Research 

Concept Art 
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Swamp 
The Swamp of Stink is described as dark, filled with muck, and has a fairly horrid odor.  This is  a swamp 
so random things sticking out from mud/water at odd angles with odd lighting is expected.  The 
transition from this to the lava fields will be based on similar things found in Yellowstone. 

Research 

Concept Art 
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Temple Wall 

man-sized holes located equidistant from eachother .  The wall itself will be old and somewhat moss-
covered. The moss will most likely be phosphorescent. 

Research 

Concept Art 


