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1. Scope

The scope of this document is to provide an overview for the zone design of Creatures 3D. It is designed to sit in tandem with the ecology plan document. Neither of these documents are required for the QMS1.2 phase but are included for the purpose of completeness. In both cases the documentation is provided as a supplement to the QMS1.1 design document. In any case where design items are in conflict between the documents those submitted for QMS1.2 should be taken as correct.

The Time is Now

The Place is the Planet Sphericus
Welcome to The Plateau and Creatures 3D
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2. The Plateau

According to Baronous Munchousenous

Explorer and Story Teller
Notes from personal journal after the rise of the Plateau

It has been ten years since we were forced to evacuate our original camp on Sphericus and I find myself returning to the region with trepidation. For younger readers whom may be unaware of the events which led to our hasty departure I will summarise:

We had been under attack from a rogue mutant strain of Grendels for some time. Our best attempts to withstand their relentless onslaught had proven fruitless and we began the construction of an escape vessel. This was fortunate in itself as the events which were to follow made our evacuation essential. The Ettins whom had become more and more autonomous during our short stay on Sphericus had begun tampering with the lava mantle beneath the volcano in an attempt to extract something they loosely described as thermal energy. Unfortunately this destabilised the region and in conjunction with the large body of water from a dam they had constructed for us caused a catastrophic chain of events. We are to this day still attempting to understand the precise details of what happened but essentially a huge serge of magma and rock forced  an area of Spericus vertically upwards forming what we now call the Plateau. The region is now somewhat more stable than previously and this has enabled me to perform a brief expedition to assess our chances of returning, and also to examine the surviving ecosystems (see associated report by Linneous Unlikeus).

My immediate impression is that we can divide the Plateau into eight habitable regions. These are as follows:

· Savannah

· Marsh

· Forest

· Canyon

· Crystal Desert

· Caldera

· Caves

· Floating Island

I have produced a more detail review of each of these regions later in the report and include the following diagram to show how they link together. Each region is surprisingly different from the next and it amazes me that such bizarre geography can exist within such a small space.

Report Ends – time for some herbal tea

B. Munchousenous

Key to the Maps of Sphericus
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Surface Overview of the Plateau (Playable Areas)
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The cave system is not shown on this map, its entry points are in the crystal desert and the canyon.

3. The Savannah

The savannah is a expansive open flat land framed on one side by a huge rapid river. Due to it’s flatness the Savannah is periodically susceptible to a low level of flooding with tributaries and small streams forming from the surrounding cliffs. The ecosystem in this region initially looks sparse with a small scattering of trees and ferns over a brown dirt floor. As with all areas of Sphericus there are no true grasses and nowhere is this more apparent than the Savannah. To the North the savannah connects to the marshland and to the South the forest. Both regions are separated from the savannah by weather worn smooth mountains. Fissures carved from long since dry rivers are the only method of travelling from one region to the next. The main entrance to the marshland is only accessible when the water level of the river is low as the tunnel to this region becomes flooded and impassable.

At the centre of the plain the remnants of the original Shee colony can be found. Now damaged by the Grendel invasion and successive earthquakes these once beautiful rounded structures lie in tatters. To the Northeast of the Shee settlement the partially built Shee stronghold remains. This structure, cut into the rock face, was formed to enable a stronger point of defence against the Grendels and the more violent natural inhabitants of the Plateau. Unfinished and abandoned it stands in testament to an age now long gone.
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Map of the Savannah
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4. The Marsh

The marsh forms the most geographically dynamic zone on the Plateau. Due to its particularly low height with regards to the water table it is frequently subjected to extensive flooding. Even in periods of relative drought there is a large body of water collected in muddy pools. The North side of the marsh opens out onto the great river at its widest point just before it cascades over the edge of the plateau into the misty depths below. 

Flooding in the marsh causes a temporary maze of islands to be formed. Depending upon the depth of the water these islands may or may not be connected thus it is entirely possible for land based creatures such as Norns, Grendels, and Ettins to become stranded in the marsh. Naturally the indigenous inhabitants of the marsh have adapted to the wildly varying conditions in which they are forced live.

The only Shee buildings to be found in this damp region are the underground subway station (see later) and the biomachine power replenisher. The latter construction is used, as the name would imply, to regenerate the biological power cells of tired Shee machinery. Access to these areas of the marsh will require either the station to be fixed or the use of Ettin constructed bridges.
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Map of the Marsh
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5. The Forest

Leaving the savannah to the South the terrain starts to gradually rise and with it the geography and ecology slowly changes. What was defined as an open area becomes more enclosed with large rock walls on all sides. The river itself begins to narrow through this region and flooding becomes less likely.

The first noticeable aspect of this region is that space is at a premium and the plantlife has grown upwards to evade the pressures of overcrowding. This is primarily held in check by the occasional fires that ravage localised areas of the forest region enabling the next generation of plants to gain a foothold.

Several Shee buildings were constructed within the forest area of the Plateau. The first to be encountered is a large towering stone gateway. Originally built to keep predators and Grendels from the South entering the savannah, this now damaged structure still restricts the largest animal in the Plateau; the Oraped, from entering the forest. The second structure to be encountered is another of the underground train stations now blocked by fallen rocks and debris. The final structure is one of the most impressive; the Ettinovarium. This enormous temple like structure was hewn from the rock by the Ettins for their own purposes. Its primary function is to create new Ettins though the strange artistic structures tend to give the impression that the Ettins also derive pleasure from their home. The Ettinovarium is only accessible during drought when the water level is sufficiently low to allow access to the South side of the river.
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Map of the Forest
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6. The Canyon

As the river bends westward the canyon region is encountered. The ecology in this region is not distinctively different to that found in the forest region, the geography however is. The landscape through the canyon begins to rise dramatically and continues at an ever increasing rate until the crystal desert is encountered. This change in height occurs in steps that give rise to a series of waterfalls and pools as the river cascades down through its channel. The temperature in this region of the Plateau also becomes noticeably colder due to the change in altitude and the water has been know to freeze over in the relatively mild Spericus winter. 

The rock formations seen in the canyon also differ from those seen in the lower areas of the Plateau. Where the rocks in the savannah appear grey and rounded those in the canyon take on a more jagged and dark appearance. At the far West end of the canyon a huge rock wall defines its end and the start of the desert. This wall is scalable by two mechanisms. The first is a long winding path the second is a Shee biomachine which literally claws its way up the rock face. In a rather foolish oversight this machine has no call function so it can be only used from the level it previously was left at.

The largest natural feature in the canyon is a magnificent waterfall that plummets down into a huge pool. Behind the waterfall is the first of two entrances to the extensive cave system that runs under the volcano. The waterfall however is dwarfed in scale when compared to the enormous dam constructed by the Ettins as a permanent power source. The generator for this structure is now destroyed beyond repair after it was hit by a meteorite, and the mechanism for regulating the water flow is damaged. It is possible to alter the quantity of water passing through the dam and this can be used to manipulate the terrain downstream opening new areas or conversely blocking them. A small waterwheel can be seen connected to one of the smaller upstream waterfalls, this provides power to the underground train system but is susceptible to water flow and can fail to provide sufficient power in times of drought.
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Map of the Canyon
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7. The Crystal Desert

Certainly the most bizarre region found on the plateau the crystal desert is located in the far west of the land. With the exception of the caldera, the crystal desert forms the highest habitable region. This makes it susceptible to particularly dramatic weather conditions ranging from extreme cold to searing heat. 

The ground in the desert is particularly dry, due to extreme drainage, and comprises of rock and crystal dust that resembles glass rather than sand. Basalt cliffs surround this wide expanse and provide some protection from the lava flows that occasionally sweep down from the volcano. Some of this scorching magma inevitably runs onto the crystal planes flowing down a series of gullies. Oddly this lava, when cold, forms a major form of nutrition for simple organisms and produces the energy for the base of the food web. The desert is also dominated by fields of sulphurous fumerols that belch yellow noxious gas into the air and generate a great deal of heat. The unusual mix of minerals and temperature has also given rise to what can tentatively be called a living rock. These crystals known as Singing Shards (due to their ability to resonate and generate simple sounds) grow to great height within the desert before collapsing under their own weight.

This region is also home to the remnants of the Shee escape vessel which crash landed upon Sphericus four millennia ago. Parts of the massive wreckage litter the East end of the desert where they have decayed to leave the remnants of the vessels bioskeleton. From this vantage point the scars from this crash-landing can be seen upon the volcano. 

Several small Shee structures can be found in the wastelands. These include an underground station and a second biomachine replenisher that was constructed in the vain attempt to revitalise the space ship. A cable car like device is situated at the West end of the desert allowing access to the caldera, the second entrance to the extensive cave system can also be found here.
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Map of the Crystal Desert
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8. The Caldera

The Plateau region of Sphericus at one time used to be far more geologically active and supported two volcanoes. The smaller of these is now dormant though thermal energy from the lava below it maintains it with a humid temperature. The peak of this second volcano now forms a bowl or caldera containing a crystal clear lake and a strange ecosystem. 

In some ways the caldera resembles the marsh area of the Plateau in that its lake can dramatically rise or fall depending upon the amount of rainfall. This allows small islands to form, and these occasionally link up to the main body of crescent shaped land that runs round the side of the bowl. The caldera  contributes the largest percentage volume of water to the river below and this is the only natural link between this isolated ecosystem and the rest of the world.

To access the caldera the Shee built a cable car which runs from the crystal desert up the side of the mountain until it reaches a docking station at the summit. This degree of isolation also contributed to the decision to build the most delicate item of Shee machinery in the caldera; the gene splicer. The gene splicer building resides upon one of the larger islands in the centre of the warm mineral water lake. The caldera is quite a tranquil and peaceful area in an otherwise dangerous land, it is however lacking in obvious and abundant food sources so may prove difficult to use as a permanent base.
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Map of the Caldera
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9. The Caves

The caves form what is probably the scariest region in the Plateau. A sensible Norn will only venture there if accompanied by a friend, conversely it is the perfect living environment for the Grendels. The caves can be entered from either the canyon region or the crystal desert. Once inside the light levels drop significantly the only source of illumination coming from strange bioluminescent fungi and pools of lava. 

There are three main caverns in the cave system each with a slightly different appearance and set of inhabitants. Entering from the canyon the first cave is cool and damp with a relatively low ceiling. Water drips from the roof forming stalactites and stalagmites that break up the smooth floor. Pools of permanent black water form near the edges playing host to strange sponge like creatures. There are also fissures in the floor of this cave the depths of which no Shee has ever explored. The Shee constructed their biomachine generator in this region thinking it would be safely tucked away from the prying hands of the Grendels, this was all to change once the Ettins had finished digging a substantial tunnel westwards.

The second cave, is encountered when entering from the crystal desert, is similar in many to the first. It is slightly warmer due to the presence of small pools of flowing lava and has a higher roof enabling the large carnivorous Drats to fly unobstructed in this region. An elevator allows access into this cave down a sheer cliff, once inside the most striking feature is the undercarriage of the crashed Shee space craft, which was driven so hard into the crystal desert that it broke through the roof of the cave.

The third cave is the largest and runs someway under the active volcano. Extensive pools of lava run in this region causing the walls to become illuminated with a distinctive orange colour. The temperature is also naturally much hotter than the other caverns and as such attracts a different type of creature to the former cool wet caves. A huge structure is situated towards the rear of this cave; the thermal generator. This fateful machine constructed by the Ettins is now dormant but once repaired will generate sufficient power to run the underground system continually. Two holes exist in the walls of this cave that enable the underground train passage to the last of the stations.
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Map of the Cave System
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10. The Floating Island (Shared Space Zone)

This odd area of floating rock was produced by the Ettins during the construction of the large dam in the canyon region. Whilst the excavation of the rock required to form the dam was in process the Ettins rather strangely decide that it would be easier to lift the surplus terrain vertically rather than moving it to another location. To this day the rock still hangs in the air suspended by some unknown power source. 

Upon the surface of this island a series of buildings can be seen, only the Ettins know exactly what all of them do. Access to one of these buildings is via teleportation using an unusual device (presented to the player at the start of the game and activated through the GUI options). This device moves any desired creatures to a small room on the islands surface. This room is unusual in that it contains portals that enable fellow Norns and Grendels from alternative dimensions to interact. This interaction is only possible within the confines of the room and does not allow a creature from one dimension to travel to that of the other, this appears not to apply to any offspring created within the room. Exchange of gifts (see agents) is also possible although they can not be used until they have been moved into “normal time”.  Biological material does not age in the dimensional room and time outside of it appears to stop so that when a Norn or Grendel returns to the Plateau all is as it was before. 

A series of machines in this area also enable Norns and Grendels to talk to strange individuals called games players. The system is so clever it even allows them to find people who share common interests so as to avoid the rather tedious individuals you do not have time for.
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11. Transportation Systems

There are two types of transport systems on the Plateau. 

The first as described before is a cable car like device that somewhat resembles a spider with a comfy set of seats. This vehicle is designed to accept occupants onto its back before scuttling along the ground and up rock faces with ease and great speed. The spider cab can be seen at the far West of the canyon and linking the crystal desert to the caldera.

The main transport system is the underground train. This vehicle links all of the zones together with the exception of the caldera. At the time the player starts the game each of the stations will either be deactivated or blocked by rubble, he will therefore need to reactivate each station before being able to use the system fully. The order the stations are activated in is particularly important because the track is linear and the train is unable to pass through a deactivated station even if its destination station has been fixed. The train is made from a cellular bubble capable of engulfing up to eight Norn sized creatures at a time. The bubble forms around its occupants once a destination has been chosen, this causes barriers set in the tunnel on either side of the bubble to open before it is accelerated at great speed towards its destination. The bubble is driven by a vein like tube in the roof of the tunnel which provides both support and power. As previously described the powering of the underground system is extremely important for its ability to function. The waterwheel in the canyon will provide just enough power providing it has a decent supply of running water from the river. The ultimate power source is the geothermal generator in the cave systems though this is likely to increase the number of volcanic eruptions significantly.

The following diagram shows the layout of the transport systems on the Plateau:

[image: image73.jpg]



Floating Island





Savannah





Forest





Canyon





Crystal Desert





Caldera





Marsh





Volcano





N





N





   N





 N





  N





  N





Entrance from the crystal desert





Entrance from the canyons








QMS1-2 Landscape Plan.doc

Page 20 of 22

