Sanctuary revision

The Pagan Sanctuary has been revised to meet a few creative and technical goals.  The primary technical goals are to reuse pre-existing meshes exclusively, and to improve overall occlusion.  The main creative goal is to emphasize the Pagans’ “chaotification” abilities by showing how they transformed some familiar City building types into a weedy pagan enclave of vines and ruins.  The overall gameplay goals have not been changed in this revision.

The Sanctuary encompasses four primary ruins that serve roughly different Pagan functions, connected via a bridge over a shallow marsh.  The four areas are:

· Warrior training ground (was a Hammer Factory)

· Living quarters (was a Flophouse)

· Garden and ceremony tower (was a Castle)

· Storerooms and bestiary (was a group of shops)
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Within these areas, you will see some chaotic crossover – Warriors in the living quarters, or animals in the garden, for instance.  

The Ritual area is still physically removed from the Sanctuary, as it was in previous versions.  One possibility is that the Ritual area includes the giant tree that was formerly in the sanctuary.

Technically, each of the areas will be built of different-height ruined walls with no, or partial roof.  The exterior walls of each “building,” shown in black, will be high enough to occlude most of the time, so that the four subdivided areas will not generally be visible to one another.  Within those subdivisions the interior walls, seen in grey, will be lower to convey the sense of openness and decayed architecture characteristic of Pagans.  The layout of these walls in this drawing is not necessarily final, and will change to suit the needs of sightlines and navigation. 

The exterior border of the sanctuary is made up of the boarded-up back faces of South Qarter homes and businesses.  It will not be as clean-lined as the diagram might suggest.  Different buildings will protrude onto this space at different intervals, and boarded-up gables will hang over it.  In some cases, the player won’t be able to see the backside of the other buildings because the nearby building walls (of the factory, for instance) will be too high.

A few new materials need to be made which show typical surfaces now covered with mold, lichen, and weeds.  The families of materials most appropriate to the buildings in the sanctuary are:

MED (castle)

HSE or HTL (flophouse)

STM (factory)

GEN (stores)

 The most necessary material types are walls, floors, and roofs.  Some meshes, like wooden beams, will also need mildewed materials.

