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foreword
This art bible tells the story of Harvest.
Combining the artwork, story and thinking
behind the world, here we try to explain the
process of how the world of Harvest came to be.
It will include writing, final artwork,
prototype artwork and sketches from throughout
the process, showcasing all the hard work that
went into this project.
We hope you enjoy it.
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outside world
The creators of the planet, the denizens of
the outside world belong to a high-tech,
cutthroat society. Their competitive nature has
driven them to expand throughout the galaxy,
ruthlessly exploiting whatever resources they
can find.
As their technology advanced yet further,
they discovered a way to harvest almost all
of the energy emanating from the children of
the sun gods: an all-encompassing, ecological
hollow sphere. The inside face of the sphere
absorbs the energy and transmits it to the
surface for the use of the outside race.
But they went further.
They realised that they could also use the
inside face of the sphere to support a sentient
ecosystem. The people on the inside could work
the land and create food. Using religion as a
means of control, they make the people on the
inside ‘sacrifice’ their food to the ‘Gods Under
the Ground’ by burying it. Unbeknownst to
them, it is transported for the consumption of
the outside denizens.
There is much about the universe that
those on the outside are yet to understand, such
as the true nature and origin of the children of
the sun gods. But that won’t stop them from
exploiting what they can.
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The folk on the inside are a simple people,
content to work the land. They are deeply
religious, and the Gods Below the Ground form
the core of their society.
The Gods Below the Ground remain
largely mysterious. As part of knowledge long
since lost, their main connection to them is in
their food sacrifices. After every harvest, they
are required to bury a portion of their yield
on sacred land. Within a week, the food then
disappears, but to where they do not know.
Their religion also teaches them to be
content with their life. Too much curiosity is
frowned upon and seen as a sign of mistrusting
the Gods Below the Ground. Very few on the

inside world know the truth about the outside or
about the Gods Below the Ground, and the few
who do have only conspiracy theories and are
shunned by polite society.
The world itself has various zones, each
serving different purposes. The temperate
zones are used primarily for farming and
generating food, the desert areas for absorbing
more sunlight, but the poles are different.
The technology for making the planet not yet
perfected, the poles are where the artificiality
of the world is exposed. Gravity works in
odd ways and the landscape does not follow
standard patterns. Travel to the poles is strongly
discouraged.

inside world
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farmstead
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The farmstead is where the player’s avatar lives. It houses the agrarian community of the inside world. It’s a low-tech,
pastoral lifestyle, focused on working the
land, religion and living harmoniously
with nature and with each other.
The aesthetic, design choices, colour palette, layout and architecture are
inspired by the age-old imagery of the
pastoral idyll. However, it is a pastoral
scene that is heavily informed by the very
different enviornment the farmstead is
in. Being on the inside of a hollow world,
far from Earth and with a mini sun in the
middle would change much about how
the landscape looks, and so our pastoral
idyll is one unique to the world of Harvest.
The people live simply in small
houses, working the land and worshipping the Gods Below the Ground. But,
when the player has a disturbing vision
in their sleep, they are spurred to find out
what lies beneath the surface.

north pole
It quickly becomes clear to any stray traveller when
they arrive at the pole of the hollow world that they
are not meant to be here.
The creators of the planet have not yet perfected the bio-Dyson Sphere technology, and the poles
are where that shows most prominently. Bizarre rock
formations constitute most of the landscape, made
all the more strange by the odd workings of physics
here. Gravity isn’t quite working, things are where
they shouldn’t be and behave as they shouldn’t. It’s
clear that this area should never have been found by
insiders.
This is reinforced by the soundscape of the
area, that emphasises its glitchiness and fills the player with a sense of grave forboding.
In the centre of the polar canyon there is a
valve, one of the few entry points for the outsiders.
When this valve opens, it sucks in anything nearby
not clamped down. Anything not prepared to survive
on the outside should avoid this at all costs.
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architecture

Amongst other things, any society’s architecture is likely to be heavily
influenced by their environment. From the types of materials available, to
the climate they have to contend with, there are myriad factors at work,
including other aspects of that society’s culture.
The people of Harvest are no different. Perhaps the most distinctive feature of the architecture of the people on the inside are the wide
overhangs protruding out of most of their buildings. This is because while
the sun does have a day-night cycle, it doesn’t move when it’s day. With
the sun always overhead, its beams feel strong and hot. It’s vital that the
residents are able to access shade quickly and just about anywhere, so it
has become a common feature of their architecture.
A simple, agrarian people, those on the inside tend to build relatively small houses made of cheap materials found nearby. Often, a house
is a single room, though some of the more well-off residents have larger
places.
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religion
Religion is one of the
main ways that those on
the outside control the
insiders. They worship the Gods
Below the Ground, subverting the
typical skyward metaphors of religion for
a groundwards one. As a result, their churches
are built underground into hills. There are two
main facets to the religion that impact upon the
daily lives of the community.
First, they must sacrifice half their food
each harvest to the Gods Belows the Ground.
They do this by burying the food in sacred
groves. It mysteriously disappears soon after,
but the insiders do not realise that the food has
actually simply been harvested by those on the
outside.

Second, it is a religion that severely discourages curiosity and exploration. The reasoning is that it demonstrates a mistrust of the Gods
Below the Ground, but the real reason is to ensure the insiders do not travel to the regions of
the world that are less natural and less well-constructed as a result of the technology not having
been perfected yet.
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music
In a world where so much of the underlying
story and lore is unknown and hidden behind
a process of discovery, music has a vital role to
play.
Our use of music in Harvest is intended to set the tone of the scene, and to help the
player feel what’s in the protagonist’s head.
As the player journeys through the world,
the music becomes more and more synthetic and
glitchy. This gradually reinforces the sense that
the idyllic, pastoral world of the farmstead is not
as natural as it seems, as artificial and electronic
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sounds are dripped in.
Once the player reaches the pole, the
music heightens the sense that things have gone
very wrong. You are not supposed to be there,
the world is glitching, and the music is dark, forboding, dissonant and sounds like it’s breaking.
When the player is outside of the world
- in the beginning and the end of the game the music reflects the enormity of what they’re
witnessing as they float off into space to certain
death.

Very quickly, we found that is was difficult to
implement an actually hollow planet, with the
correct curvature and the corresponding gravity.
To get around this issue, we decided to
use the skybox to portray the hollow world. So,
instead of seeing just a sky, the player instead
sees the landmasses, oceans, poles and clouds
around the planet. This gives the sense of being
inside a hollow planet without actually creating
one.
This was made by 3D modelling a planet
around the size of the first Death Star, painting
the surface onto the inside, and then creating
the skybox from that.

skybox
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city planet

The outside world is a dystopian, high-tech
city planet. In Harvest, the player cannot actually visit the city planet. Instead, they see
it from afar as they float away from the planet entirely. Drawing power from the inner
world, the outer world is perpetually underlit due to its lack of natural light source.
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narrative
The narrative is primarily delivered through
the player’s curiosity. Pressing E on objects and
NPCs displays a text box containing either the
protagonist’s thoughts on the object, or the
words that an NPC says.
These have been written to try to maintain a balance between three things:

Of course, it’s difficult to put across the entirety
of the lore and world we have created in a short
play session. Inevitably, that means that many
aspects of our world have been left out of the
playable game, though they have still informed
our design and aesthetic decisions.

1. Delivering the narrative and unveiling
		
the lore of the world.
2. Not revealing too much so as to keep 		
        
the mystery and drive the player’s
		curiosity.
3. Hinting at where the player should 		
travel to or explore next.

The inspect and dialogue box is intended to be simple and unintrusive. But, at the same time, it is intended to deliver a subtle hint that there's more to the world than there seems.
Waking up in a low-tech, pastoral farmland, a player might reasonably expect an inspect UI box to fit that aesthetic. When the
UI design then actually have a flavour of the high-tech and futuristic, this sends a signal to the player that the game contains undiscovered high-tech elements, and so helps the drive
curiosity.

For our short playthrough, we have designed
a circular narrative. The player begins with a
vision or flash-forward during which they float
away from the outside of the planet. This is the
vision that spurs the character’s curiosity and
makes them different from the other citizens,
who are discouraged from being curious by their
religion.
The player then wakes up in their house
in the farmstead and are invited to explore. As
the player walks around, they should begin to
get to grips with the society they have awoken
in, learning about their way of life and their
religion. Eventually, they will find the path
north and, should they dare to take it, can travel
towards the pole.
Once at the pole, the player will notice

the world becoming glitchy and weird. The landscape naturally guides them to the end, where
they are sucked in by a large valve and taken to
the final scene.
The final scene then returns to the opening vision, wherein the player floats away from
the outside world to their death.
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