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Toward the Skyline takes place in a futuristic place, far  
 from earth (maybe mars?).   Key: Foliage is speicific and
 important toward the storyline. 
With the current graphic capabilities  possible, The
 lighting is unrealistic when facing “toward the skyline,”
 from a close distance. The depth of perceptions would
 be dictated by the time of day, the users current
  location (plateaus, vs valleys), light sources, and 
 players control of headlights. 

The map on the prior page is rough and broad,
 however the map’s intent is to challenge the players
 current aquired abilites (metroid), but with open world
 ability to challenge the end goal from the starting 
 home point.  with a very harsh and challenging challenge. 


